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SOFTWARE 


support for your XL/XE 


TRANSDISK IV 


Best Seller! 


Now available exclusively from PAGE 6 SOFTWARE 
TRANSFER YOUR CASSETTE GAMES TO DISK WITH 

TRANSDISK fV is a simple to use utility that wifi transfer ail your cassette games to disk - easily and quickly! 


Handles any type of cassette format • Handles cassettes that load extra levels 

Allows several games on one disk • Use all available memory on XL/XE machines 

Handles cassettes that require full 64k memory 
Complete with chart of exactly how to transfer 
the more popular games 


Full step by step instructions included 

Price £19.95 


TARITALK 

THE QUICK AND EASY WAY TO 
TRANSFER FILES TO YOUR ST 

Now you can simply and easily transfer files to your ST without 
the need far a costly interface. TARITALK will transfer text files, 
database information, pictures, music flies, BASIC programs, in 
fact any file that has a normal DOS directory entry. Just plug in 
the TARITALK cable, run the software on each machine and 
your flies will be transferred complete with full error checking. 

Please note that TARITALK does not concert tiles ■ it is up to you 
to moke any amendments necessary to use the files on your ST 

TARITALK is £19.95 complete with cable, 
software and instructions 


from 



MINI OFFICE II 

The only combined business/application package 
for your Atari now available from PAGE 6 

MINI OFFICE II is acknowledged as one of the best applications 
programs ever written tor the 8-bit Atari. You get a WORD 
PROCESSOR, a SPREADSHEET a DATABASE, GRAPH MAKER, LABEL 
MAKER and COMMUNICATIONS - all in one program Almost 
every serious application you con think at is contained in MINI 
OFFICE II and each module is first class - d$ good as any stand 
alone program - if you con find one! 

MINI OFFICE II is the program no serious user should be without 

Price £14.95 


ATARI SOFTWARE BARGAINS 

Please check our supplement or telephone tor details of 
dozens of great offers on Atari software - many at half price 


THE BIG DEMO 

The best demo ever produced tor the 
XL/XE. Great graphics, excellent music 
end the best sampled sound ever 
heard an an B-bit Atari (even beats a 
lot of the ST stuff!) 

Can you afford to miss out any longer? 

THE BIG DEMO is £5,95 

PiWSfl riDie IhuL Mme tfl scroll -ng messages coma n wards Lfiat 
sariW people miQ nt n ajecl tii nd We disk s-naulJ not be 
CC-ns dered salable for vwing chi'dreii. The Q>G PFMO requires 
■a 1050 dis* drive anfl will not run fij'ly with any Other drive 


SPELL ME 

Let your young ones enjoy 
learning with your XL/XE 

A delightful program to teach four to five year 
olds the alphabet plus word recognition and 
word and picture association. Guide them 
with those first steps whilsf also teaching them 
to enjoy the Atari as a creative fool. SPELL ME 
has been written by a qualified teacher 

Cassette £4.95/Ditsk £6.95 

Mcfcrirmiy from PAGE 6 SOFTWARE 


MIDIMASTER 

The package that allows you la connect any 
Midi synthesiser te your XL/XE. Record in real 
time on up to S tracks - play back with any 
voice - change tempo - transpose - plays 
AMS or Music Studio files - includes voice 
patch editors far certain Casio and Yamaha 
synths - and more. 

Comes complete with interface coble , 
software and full instructions 

Price £24.95 


All items on this page may be ordered with the order form on page 54 or by writing to 

PAGE 6, P.O. BOX 54, STAFFORD, ST 16 1DR. 

Credit card orders may be telephoned to 0765 213928 or FAXed to 0785 54355 














‘The magazine 
for the Dedicated 
Atari User’ 


CONTENTS 



SPELLBETTER 

A neat educational 
type-in 


SUBSCRIPTIONS 

Annual subscription rates (6 issues) 


UK £10.00 

Europe £15.00 

Elsewhere (sea) £15,00 

Elsewhere (Air) £21,00 


Ov6f5BS5 rates rEflecr only lh« dUfaranw in pastel costs 

MEW ATARI USER ON DISK 

A disk containing all of the S-bit programs 
from each issue of NEW ATARI USER is 
available either separately or on subcrip- 
tbn. Single price £2,95 per disk, Subscrip¬ 
tion rates (6 issues) 


UK £25,00 

Europe £32.00 

Elsewhere (sea) £32.00 

Elsewhere {Air) £42,00 


Please make cheques payable to PAGE 6 
PUBLISHING and send 1o the Editorial 
address shown below 

SUBMISSIONS 

PAGE 6 wuldarriES and encourages its rSarters Id 
submit, articles, programs and reviews lor publi¬ 
cation. Programs mug! be submitted on dish or 
cassette, articles should wherever possible be 
submilted as lest tiles on disk We seek to en¬ 
courage your panic pation and do not have strict 
rules For submissions If something interests you, 
write a program or article ard submit it Appropri¬ 
ate payment will be made for all published prog¬ 
rams and articles, all payments being matte at the 
end of ihe second month shown on the cover of 
the issue concerned. 

All ong nal alleles, programs and other material 
in NEW ATARI USfcft 15 nopyrighi of the aulhor 
as creoitcd All uhcreduted mater a! is copyright 
PAGE 6 . Unless suntan ng the by-line ‘All Riohls 
Reserved any material m NEW ATARI USER 
may bo reproduced by User Groups and alher 
non-pfolil making organisations provided that Ihe 
author's name is. included and PAGE 6 is credited 
as the original publisher. Permission tc puai sh 
elsewhere should be obtained from PAGE 6 or 
the author. Editors ot newsle 11 ers reproducing 
material are requested to send a copy of the 
relevani issue to the Editorial address of RAGE 
(?■ Whilst we take whatever steps we can to 
ensure the accuracy ol articles andprograms arid 
rhe contents of advertisements, PAGE 6 canrtol 
be held liable for any errors or claims made by 
advertisers. 

ATARI (TM;> is a registered trademark of 
ATARI CGRP. Ail references should be 
noted. MEW ATARI! USER is an endependent 
publication and has no connection with Atari 
or with any other company or publisher. 


The next issue of 
NEW ATARI USER 
will be on sale 23rd May 
Editorial copy date is 15th April 
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'The Magazine for 
the Dedicated Atari User’ 

ISSN NO- 0658-7705 

THE CREDITS 

All of Ihc: usual stuff in on page 3 bul here are 
the people who made Ihts issue possible. 

Lcs Elliuglmm si ill hadn’t recovered from his 
post Christmas holiday when gelling this 
Issue together but managed it somehow 

Sandy carried Oil with everything that keeps 
us going 

Stacey said somelhlngahoul she'd rather be 
wilb pigs Ilian us! Beal of luck hi her and 
thanks for everything- 1 might he looking fora 
|ob in n couple of years time. I’ve already got 
the wellies! 

The Regular Contributors, who provide the 
backbone of the magazine and can generally 
be relied upon to cone up with good articles 
and reviews, arc 

Mark Hutchinson John S Davison 

John Davison jr John Sweeney 

Paul Rixon Damon Howarth 

Ian Finlaysnn Peter Hickman 

N.B. The Tipster also contributes 

All other contributors far Lhis issue art 1 indi 
vidually credited alongside (heir articles nr 
programs. Thanks to everybody for sharing 
1 heir e nthusiasm with other A lari LL&ers- 

Tbe cover is of Da ve Stubbs game DRAGON 
CASTLE 

Who the hell has got it in. for us? Someone 
ls spreading stupid rumours about us 
packing in- Don’t listen to them. 

Very sad news whilst this was being 
done was the passing of A , Wain weight, 
someone who l never met but who has 
given me much inspiration over the 
vears and enabled me to complete one 
of the lew ambitions l ever had. 

Thanks, A.W. 

TTtc music, mahout which none of this uxjleM cult 
be completed. come from neCartuely/eu- 1 sources 
this lime. Kate and Anna McGarrigk. prutMeri 
much icurh AcceCcraf inrj Heartbeats mhiisl Clint 
Hlncfc and The Pet Shop Boys made up the re- 
maintop time. These three got played time mid 
again, "ht the lam couple of cfaj/s Chris Rea made 
un appearance anti, maybe .Ami iHirchell wall also 
lend a hand. 

NEW ATARI USER is the magazine, 
PAGE 6 Is the concept. Wherever you see 
PAGE 6 you'll know what it means! 

The next issue of NEW ATARI USER could 
feature YOUR article or program, 
so SEND IT IN NOW! 


PAGE t. than* iuit *'hatyou can do H'itb your Atari, W'lWl 
rAf exception tffjitiat output an a LittOlHM and ace of a repfO 
camera far j/j«- Jlurfngj and photos-, Me magazine it prepared 
enlirch svfth Atari based equipmrt U irrziY software ■ not a 
.\tai-fntsnk or I KM us slgftl' Hardware used iurhidrs I.VIXE, 
lOXU disk drive, aid disk drive. Jib caixene {&eensi(>wrlb- r /. 
XMi InHffaee. Wt XS2.t printer. M40ST. SM1M Uamittr^ 
Atari S!f2tl4 hard disk drive, Lumana I meg dink drive, 

Epson KX WO printer, kyat-era baser printer, Micrastnfftf 
printer buffer. Software un hides Superscript. Turbo Basic, 
Hermit, JV taitriatam. TARSTALh, Print Bk Sniftier. 
Protest and fleet Street PuhUxher. 

Articles and programs .submitted on XtJXit disks rant- :,objec¬ 
ted jo various emtiani written programs belore brut# tmdsftt- 
red trerois to list ST via rifitr.-HA. Ail major editing i.s 
done with Pro text and pane* are i 'aid oat >■ rltl hires Sired 
PitMisfnr. A disk with the finished pages is Wilt up so a 
typesetting bureau So fee tHripM iWf 0 I.isrolnm 300 and, hey 

presto, finished pages are sent back, h realty does work - at 
Iasi! MI rJtirl is left it so drop in the lilting* and photos ■ Hit/. 
iff jfiu quilt as easy as that. i> jiJ you get the idea'. 



COMPETITION! 

A new magazine for the 8-bit Atari has been launched! Well, not quite, but a couple 
of enterprising Atari users up in Scotland have launched a new disk magazine called 
EXCEL which you will see advertised elsewhere In this issue. We had hoped to carry a 
review of the first Issue but lack of space and of time have scuppered those plans so I 
will, for the first time, use the Editorial column for a review. 

In their introductory message on the disk the editors say that the Atari 8-bit has 
been neglected for far too long and deserves the support oi as many people as 
possible, a sentiment I heartily agree with and the reason lor covering EXCEL in this 
column. Anyway, on to the disk itself, Issue #1 is double sided disk containing seven 
'features’, mostly programs of one sort or another. To call this issue a ’magazine is a 
bit of a misnomer as, apart from the intro messages, there is nothing to- actually read. 
What you do get is an excellent Intro demo which scrolls a message in the form of the 
famous Atari fuji symbol, accompanied by some excellent music. Next up is a version 
of a concentration type game called Amnesia with excellent animated graph lcs and 
music. If you want a preview of this check out the PAGE 6 disk for this Issue lor this 
very program is the bonus Lastly on side 1 is a public domain game called XAGON. a 
Q-Bert clone which is probably one of the very best PD game s available. 

Flip the disk and you will find a really top class character designer and animator. 11 
you write you own programs, this alone Is worth the price oi the disk. The graphic 
presentation of the editor shows immediately what the program can achieve and, with 
a little work, you could find yourself writing programs that look like Lliose produced 
by Zeppelin, for that is the style that this editor produces. Along with the main 
program there is a routine that will allow die designed character sets to be included in 
your own programs., This side also has another public domain game, this time from 
Germany, a one or two player game ul 3-D L spatieball In which you bounce a hall 
around a 3-D grid to outwit your opponent. A simple, but Lop quality, enjoyable game. 
The disk is rounded oil' with a slideshow of pictures produced with Graphics ArL 
Department. 

As f say, nothing to actually read, but the editors do promise that future issues will 
Include reviews and an ides but with heavy emphasis on the graphic presentation 
that a disk magazine demands. Hie first issue costs £3.95, and in my opinion, is well 
worth the price not least because it represents a genuine effort to provide Atari 
owners with something new at a time when new software is disappearing fast. 1 hope 
that EXCEL succeeds and look forward to seeing future issues. 

STIRRING IT UR 

Someone, somewhere seems to have it in for us as we have heard reports from two 
separate sources lhat we arc having problems. One rumour quoted as being In Lhe 
trade" has it that Page 6 Is in trouble anti won’t last much longer and the other is that 
this issue of KEW ATMi! USER will be Lhe last. Both of these are absolute rubbish 
and I can't understand why folks feel it necessary to spread such rumours. 

The commem we received about the 'trade’ connection is interesting because there 
are relatively few people in the mainstream computer trade that we come Into contact 
with. Now over the past six months we have made a few enemies in the Atari world 
but only because we have taken action to recover monies that certain advertisers 
refused to pay. Maybe that is where these- rumours emanate. Quite likely, but what 
does it achieve for them? Is it sensible Lo kick everybody in the teeth, including in the 
long run all the dedicated users who read New Atari User, just because they have 
failed? I think not. Just ignore it all and rest assured that we will support the 8-bil 
Atari for as long as we can. 

There may well be changes over coming issues because the readership continues to 
change but, for as long as you want a magazine supporting the 8 -bit Atari, we will 
provide it- 

J2tz i tEllincjiicittt 
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B.WareAlari Software 



Two 

~The Original Super Card 
was an Excellent program, 
but this latest incarnation is 
eren better "Easy", 
"Fast", * Reliable", "Great 
Valov". 

New Atari User Feb 1991. 


Maste r Time m oni?) 

New for 91 — Five supurb H 
programs in one - great 

value at just £ 17.95 


£29.95 


1ST - Only) 




it is very difficult to find 
any criticisms at a//", 

- Yet To be published Review - 

Also A vailable tsi-oniy) 

D£ pdl Age 5 8 £14.95 

-I- Co nstruction Set £ 19.95 
Play Spell A<je 7+ £14.95 

Ftau spel] Plus 

Maths Anje 5-8 



£ 19.95 
£14.95 
£ 19.95 
£9.95 


tiJtase 2 
Ga me Compendium - Penguiii 
+ Jump Jack + BiUy Bounce £ 14,95 


XL/XE Disc ('olJecrinii £ 9.95 
- 5 B.Ware Titles - 


Include Super Card, 
Master Timen B.Spell. 
Maths, and Play Spell. 

D/S - Only £ 1.49 
ZxSfS - £2 .99 


BMiarc Software. B.Bytes Computer 
Systems. 19 Southfield Road. 
Hinckley. 1-eics. LEI51UA. 

Tel (0455) 613377 9-5 Men-Sat. 

Visiy 1 Access/Am Express. 


— Cibuquet! payable to Gimp Svs. 



If only he had known about 
DesignCentre NorthEast! 


The premier bureau for all 
your needs in design £r output. 



Our facilities Includ 

Dedicated 24 hour Bui to tin Board facilities J* 
’ Colour scanning * Hi Res Linot remit outp 
price? * Authorised Apple Centre - FJ, 

Apple and Atari computers * Bar 
font design * Workshops * Ac 
Bureau * Authorised Apple T 
fling facilities and 




our A 4 prPbft 
V^ty romoeftii vc 
cep ted from IBM, 
product ion ■ Custom 
edit Ed Computers Unit mi ted 
ing Centre wlt)f Dedicated 
rierited tf -•♦inn trsiaor. 


f 


A* BYTEBACK COMPUTER .% 

GAMES St 

Telephone 0536 771429 FAX 0536 771073 

The Atari Specialist in Atari XL/XE Games 
A range which is growing rapidly. Our titles include 


COSMIC PIRATE 
DOMAIN OF THE UNDEAD 
LITTLE DEVIL 
SCREAMING WINGS 
WARCOPTER 
SPACE WARS 
EXPLODING WALL 
NIGHTMARES 
ROBOT NIGHTS 
ROULETTE SIMULATOR 


LATEST RELEASES 


FIGHTER PILOT 
TOMAHAWK 


MAD JAX 

SPEEDRUN 

PLANET ATTACK 

JET BOOT JACK 

ASTRODROID 

SPACE LOBSTERS 

LASER HAWK 

DREADNAUGHT 

ESCAPE FROM DOOMWORLD 

TIMESLIP 


COMING SOON : kick off - zero wars - panic express - winter events - 

JACKPOT 100 - CRUMBLES CRISIS - RIVER RALLY - DAY AT THE RACES ETC- 


PLUS DON’T MISS OUR EXCITING “ARCADE CLASSIC 1 RANGE FOR ALL YOU ATARI ST USERS 

AVAILABLE NOW SCREAM ING WINGS COMING SOON ORBIT 2000 

FRUIT MACHINE LOCOMOTION 

GHOST CHASER JUNGLE BOY 

PLUS MANY MORE ARCADE WINNERS 
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ARK BECOMES CITY 

In Issue 47 you mentioned 
that the ARK BULLETIN 
BOARD may have closed 
down but I’m happy to say 
that it has just gone 
through a complete change 
It a now called THE CITY 
and Is available on 021 3S2 
1237, The City runs 24 
hours a day at Baud rates 
from 300 to 2400, 

The City mainly supports 
the Atari S-bit with a small 
but growing ST section. 
Atari S-bit users should like 
the fact that the Board runs 
in true 40 column mode in 
ATASCU Of ASCII with the 
ability to switch to SO col¬ 
umn mode for ST users. 

Since the change, things 
have gone pretty quiet and 
a mention in your excellent 
magazine would help a lot. 


print out graphics without a 
software based driver for the 
printer. We published such a 
driver rn Issue 47 which tfilt 
print old '62 sector graphics 
but I don't think if will rework 
u.fdh The Designers Pencil. 

That program is badly titled 
since everybody expects it to 
be an art package irften tn 
fad it is a programming lan¬ 
guage. Whilst you can create 
graphics with The Designers 
Pencil ft does inf act write a 
program to create the graphics 
rather than: create a file which 
is, opcctiucig, a screen dump. 
Unless the program contains 
ati optical to save screens as 
standard pictures I doubt that 
you’!! be ahle to use your 
1020for the purpose you out¬ 
line. It uuil certainly dump 
other picture files though. 


PRINTING 


c 

n% 




’THuat *te*K£M&en to- 
umite, fo 

P.6. “Ba.% 54 


S 7 76 iv& 


James Bastaple 

Sysop, The City 

1020 PROBLEMS 

I recently purchased The 
Designers Pencil for use 
with my 1020 printer, I 
thought this was a graphics 
printer but when I try to 
print out my own pictures 
or the demos on The Desig¬ 
ners Pencil all that comes 
out is numbers, letters and 
symbols. Is my 1020 a 
graphics printer and if so 
how do I print out my pic¬ 
tures and demos on The De¬ 
signers Pencil? I have tried 
changing the filename from 
SAILING. PRG to SAILING* 
.PIC but it doesn’t work. 
Also can you tell me where 
I can get more paper rolls 
for my printer. 

Steven Jones 

Anglesey 


Th e i 020 is a graphics printer 
but like any printer, it mill not 


Can you help me by answer¬ 
ing the following questions: 
1) Can the Atari Writer word 
processor print out docu¬ 
ments on a 1020 printer? 2] 
Is the 1020 printer an 
Epson compatible? 3) Do 
Rambit still sell and fit an 
increased speed cassette 
modification for the XC12? 

Matthew Pemberton 

Leeds 

Jj Yes 2) No 3) -'Vo. but Derek 
Pern is nou- 1 selltrig this niud- 
f/Ecallon, check his advert fri 
this issue. 

1029 PRINTER 
RIBBONS 

1 am writing to let readers 
know that if they are in 
need of a replacement rib¬ 
bon for the ATARI 1029, a 
direct replacement can be 
found in TANDY stores. The 
ribbon is in fact for their 
own DMP 110 hut it fits the 


1029 exactly and gives a 
better quality print with no 
smudgy characters. It is 
sturdy in design and the 
ribbon lasts for 1 million 
characters. The price of 
£6,99 may seem a little 
steep but it is a good buy. 

M, Preston 

Winslow, Bucks 

62 SECTOR 
PICTURES 

I am having trouble with 
AtariArtist, My problem is 
that X cannot seem to save 
my pictures as 62 sector 
uncompressed files as re¬ 
quired by the 1020 screen 
dump listing on page 30 of 
Issue 47. Please could you 
tell me if It is possible, 

Peter Tonge, 

Bolton 

No good looking tn the manu¬ 
al, it isn’t there! When you 
hat jo a picture on screen Just 
press the INSERT keg arid the 
picture tmU bo saoed fo disk 
for cassette?) as a 62 sector 
file called PICTURE You must 
use DOS to rename this other 
wise when you save again the 
original picture mill be over¬ 
written. Pressing the DELETE 
key when ire Dratu made uu'lf 
enable n 62 sector picture to 
be loaded into AfariAriist, 

PET TO ATARI 

Please could you help me 
with a problem I have In a 
program that I am transfer¬ 
ring from a PET to my Atari, 
The program tails for the 
line DEF 

FNALA]=INTi(100 + A)/A but 
my computer won't accept 
it, l have discovered that 
the Atari won't accept user 
DEFINE functions so how 
can I get round this line? 

Ken Hughes, 

Bristol 

f don't kfioin much about prog¬ 
ramming the PET but suspect 
the best way to overcome thus 
is to put the Junction in a sub¬ 
routine arid use a variable in 
place of the DEFINE some¬ 
thing [ike this (the lino num- 
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bers mn be anything). 

JO FNA-500 
, 500 A=INT( 100*A}/A 
Whenever you need to use 
the function in the program 
use GOSUB FNA instead . 

PRINTERS ... 

I have an ICL Microline 83A 
which can operate in both 
serial and parallel modes. 
Please could you tell me 
which is the best mode to 
use,, what hand rate is best 
and what interface, if any, I 
would need. 

John Stacey, 

Gwent 

.... I have acquired a 
BROTHER M l 009 printer 
without an interface. Is this 
compatible and, if so, where 
can I purchase an inter¬ 
face? 

G, Piggot, 

C rushy 

I have an Erika 3004 
electric typewriter. Whilst 
reading the instructions 1 
found that l could also buy 
an interface to use the type- 
writer as a printer. The in¬ 
structions said that the 
typewriter is compatible 
with any home computer. I 
have rung around many 
dealers but none knew of 
this interface. Where can 1 
buy one? Also are there any 
word processing programs 
available on cassette or will 
I have to buy a disk drive? 

Ryan Wynn 

Tamworth 

Always choose a jarihj'oj- that 
works in Centronics Parallel 
tnode for use inith the Atari. St 
is possible to use o printer in 
serial mode but tt requires art 
RS232 interface, special driv¬ 
er software artel will hr; quite 
slow. Provided the printer has 
a standard Centronics port, 
you should ftaue no problem 
as tag it, You will require an 
interface and. the one trie re- 
commend is the ICD Printer 
Connection available from 
Gralin international or you 
could try Derek. Fern who also 
does a Centronics Interface. 
Both these folk advertise in 


NEW ATARI USER. The 
Brother Ml 009 should work 
Without problem . 

The interface for the typeten¬ 
ter is more of a problem, Many 
electric typewriters have this 
facility but you need la obtain 
the interface from the martu 
facturer or his ageni. All ill:is 
interface does is turn the type¬ 
writer Into a Ceritronics prin¬ 
ter and you wffl still need a 
further interface, as men¬ 
tioned above, to attach it to 
your Atari. 

The only cassette hosed 
word processor we knou> of is 
sold by Derek Fern but it is, 
as far as we are aware, avail¬ 
able only in conjunction with 
the high-speed cassette mod 
ificution that he sells. If you 
do loaril to da teord proces¬ 
sing udthoid a disk drioe then 
we would certainly recom¬ 
mend this highspeed modifi¬ 
cation as it mill saiye you a 
considemhle amount of time 
In saiAriy and loading docu¬ 
ments. 

ON USING THE XF551 
and TURBO BASIC 

Here are some notes about 
the XF531 disk drive and 
Turbo Basic which 1 have 
discovered and have not 
seen mentioned elsewhere. 
Firstly the XF551. To reg¬ 
ulate the revolution speed 
of the disk, the drive uses 
the timing hole, the small 
hole on the disk near the 
big central hub hole. The 
drive has a LED source and 
sensor over the hole, the 
1050 has a hole in the drive 
mechanism for an LED but 
no LED. The upshot of this 
is that the XF551 needs no 
potentiometer to control 
the speed which is control¬ 
led by the processor chip, 

Bo to change the speed 
would require a different 
ROM chip which would 
make the processor spin 
the drive at 288 rpm. The 
advantage is that the speed 
does not drift off the cor¬ 
rect speed like the 1050. 
Another disadvantage is 
that the XF551 will not for¬ 
mat the reverse side of a 
disk because the timing 
hole is on the other side of 
the hub hole when the disk 
is flipped over. When 1 first 


tried to format the reverse 
side of a disk 1 thought that 
the drive was malfunc¬ 
tioning. 

The XF551 uses a different 
skew than the 1050 [with 
US Doubler, etc,) when for¬ 
matting a disk in true dou¬ 
ble density [256 bytes per 
sector), I have listed the 
number of revolutions 
needed to read all the IS 
sectors on a track and rate 
at which the drive reads 
data from the disk, 

XF551 Normal skew 
15 revolutions 1.5K per sec 
XF5S1 Sector skew 
9 revolutions 2.5K per sec 
1050 Normal skew 
1? revolutions 1 + 27K per see 
1050 Sector skew 
? revolutions 3.09Kper sec 

The different skews do not 
matter until a disk is swap¬ 
ped from one drive to 
another. 10-50 sector skew 
disks are very slow when in 
the XF551 drive. 

I have heard about people 
replacing the 40 track 5 
1/2” disk drive mechanism 
in the XF551 with an SO 
track 3 1 /2" disk drive 
mechanism so I decided to 
have a go. I took the inter¬ 
nal drive Out of my ST 
which Is SO track and dou¬ 
ble sided. The ST drive has 
a 34 pin IDC connector and 
a 4 pin power connector. 
The XF551 has a 34 pin 
PCD connector and a 4 pin 
power connector. I made an 
adaptor to connect the 
XF551 s PCB to the ST h s 
IDC and attached the ST 
drive to the XF5S1, The 
drive worked but with one 
problem, I was able to for¬ 
mat a disk with SO tracks 
and read and write to it, 
however it only formatted 
one side. 1 do not know If 
this is because of Incom¬ 
patibility between the ST 
drive mechanism and the 
XF551 or If my adaptor had 
a bad connection. 

Now for Turbo Basic, I have 
found some bugs. Printing a 
string that ends in CON- 
TRQL-R has the effect of 
having a semicolon at the 
end of the string. The 
BLOAD command does not 
work if the DOS is MYBOS 
or SpartaDos X but you can 
use XTO 40 instead in those 


DOSes. Most commands 
work in upper case or lower 
case but commands with 
non-alphabetical characters 
must be In upper ease, e.g. 
%PUT and -MOVE. 

Turbo Basic allows up to 
256 variables. An elusive 
bug occurs however when 
you have a large program 
with around 180 or more 
variables. If about the 
l5Qth Variable is a string it 
will cause an error 8. The 
string can be READ, PRIN- 
Tcd and given values but 
not INPUTed. i found that if 
I list the program and then 
ENTER it this rearranges 
the variable table and the 
string can be INPUTed but 
another string may then be 
affected. 

Finally some notes that I 
have not seen mentioned 
elsewhere, PUT, GET f 
%PUT, %GET can toe used to 
put or get more than one 
number if you use commas, 
e.g, PUT #l,X t Y t Z. Turbo 
commands can be abbrevi¬ 
ated, e,g, ENDIF can be END 
or ENDT.; ENDPROC can be 
ENDP. The Turbo Support 
Disk says that exit can be 
used from within REPEAT 
or WHILE loops, this is so 
but it will error if you try to 
compile the program. 

Richard Lewis, 

Chiswick 

Thanks Jar the useful in forma 
tion. Richard . especially using 
the ST disk drive with the XE. 
Just one point which is raised 
by your remarks about for 
matting the reverse side of a 
disk and finding that the ST 
drive tvould Jbrmaf only in 
single density, TheXF55i 
needs to be cart/lgunBd to 
make it a double density drti'e 
and it appears that you ha¬ 
ven't done this. You mus t 
send a command to the drive 
ta tali if to format and use 
both sides. AfYDOS contains 
an explanation of this and can 
easily be configured to set the 
XF551 fin double sided mode 
mhen booting up. You should 
also be able to send the 
appropriate command in 
Hasic but / am not sure how , 
Perhaps someone else could 
oblige? If you do this I am 
sun? that the ST drive mill, be 
I format ted in double density. 
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LYNX 



At last a number of new 
games have been released 
for the Lynx. John 
Sweeney has been playing 
with the latest 


XENOPHOBE 

Aimed with only a Phaser you 
must set off to clear 23 space sta 
dons of Xenos. These come In 
various shapes and sizes: Pods 
destroy them before they hatch. 

Critters attack Ln droves and 
latch onto your body, Rollerbabies 
bowl you over. Tentacles reach 
out and grab you, Snctterpillars 
jump on you or spit at you. and 
Fes tors not only hide In doorways 
and paralyse you. they also lay 
new eggs. Each station has a number of 8-mom levels 
linked by elevators, and fortunately you will find some 
useful tools along the way - better weapons, bombs. Jet 
packs, lire extinguishers, keys. etc. - as well as machines to 
help you In your fight, e.g. a self-destruct lo blow up the 
station if you are losing! The items add an arcade adventure 
aspect to the game raising it above the general mindless- 
blasting games. 

You gel Tour lives with 2000 hit points each or you can link 
up with up to three other Lynxes to give yourself more 
chance of success! Since you are racing against the clock as 
well the single player version Is HARD! 1 reached station 6 
after a few tries, but it was getting difficult as the place is 
on fire you really need someone else to wield the lire 
extinguisher as you shoot the baddies! 

A nice Lwist on the multi-player version is that one player 
can choose to be a Snotterpillar and fight the others [or 
steal the better weapons!). 

The only criticism of this excellent shoot-em-up is that you 
can only start from the beginning - I can’t see myself ever 
reaching level 23 by myself so 3 don't suppose 1 will ever see 
the "gross, disgusting and dangerously despicable Mother 
Fester", (If any of this seems vaguely familiar then, yes, I 
reckon the authors sat through Aliens a few limes!). 


MS.PACMAN 

A good traditional arcade game 
- it looks just the same on the 
Lynx as it did on my old 800 
about a century ago! Munch all 
the pellets, dodge all the ghosts 
-1 sure I don’t need to tell you 
how Pacman works! It seems 
slightly harder (maybe it is a lit¬ 
tle faster) and you get less lives, 
also there is no Teddy-Bear 
(dead easy) level. On the other 
hand you get a set of new larger 
mazes as well making a total of 25 different mazes. To help 
you finish the new mazes there are lightning bolts to give 
you a speed-up if you are about to he caught. You can 
choose large or small mazes and you can start at any level 
up to the Banana (level 7). Sound effects and cartoon 
Intervals are all faithfully recreated to give an excellent 
classic arcade game. 

KLAX 

A brilliant conversion of the highly popular arcade game. 
Just in case you haven't seen it yet: coloured tiles roll 
towards you along five ramps. You must catch all of them in 
your paddle and drop them Into five loading bins at the 
front of the screen. Each of the bins and your paddle can 
hold five tiles. A KLAX is a row or three files of the same 
colour (horizontally, vertically or diagonally) KLAXs dis¬ 
appear immediately to make room for more tiles - if you let 
more than a few tiles drop off the end of the ramps or if all 
your loading bins get full then you are dead. 

At the beginning of each WAVE of tiles you are given an 
objective, e.g, score 1QOOO points, make 5 diagonal Klaxs, 
catch LOO tiles, which you must achieve to reach the next 
level. 

It sounds ridiculously simple, but when the tiles start 
speeding up 1 can assure you it is a real challenge, and a 
highly addictive one. You can choose between Easy, 

Medium and Hard and you can start at level 1, 6 or 11. 
There are warps to get you up to the higher levels more 
quickly. For example if you make a "Big X” (two diagonals of 
five simultaneously 1 - usually only possible by dropping a 
r, wJld tile" into the centre) on level 11 you get a secret wan 1 
straight to level 58! Certain other levels give you a standard 
warp - tlie ability to jump 10 levels. These options mean 
that you no matter how good you are you can get to a 
challenging level very quickly! 

The sound effects and speech have all been perfectly Im¬ 
plemented on this Lynx version. A must for all arcade 
gamers! 
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ROADBLASTERS 

Fasten your seatbelt, put your foot down and get a good 
grip on the trigger! To save the world you must beat the 
Death Squad in a road rally across the nuclear wastes, 
menaced by deadly mines, cannon towers and oil slicks, 
blocked by scores of enemy cars, and desperately trying to 
collect enough fuel! to sec you to the next checkpoint. 

Your basic lasers will take out most of line enemy cars, and 
a robot jet drops more powerful weapons for you to use 
1mm time to time, such as Cruise Missiles which destroy 
everything for miles around? 

If you go too fast you will crash Into the slower cars in 
front of you, if you go too slowly you will run Out of fuel. 
Crashing just wastes time - you get. instant repairs! Keeping 
your trigger finger down may clear the mad ahead effective¬ 
ly, but you won't score very much as points are awarded 
with a multiplier bast'd on your shooting accuracy a nice 
feature! 

Your objective is to complete level 50. you can start on 
level 1, 4 or 11 and warps after certain levels allow you to 
skip a few or several levels (depending on your confidence!) 
to help you gel there. 

The only slight problem is that al high speeds ihe screen is 
a little blurred and if is not easy to make out what is ahead 
of you. Apart from that it is an excellent Overlander-style 
race/battle arcade game. 

ZARLOR MERCENARY 

All computers must have a vertically scrolling futuristic 
shoot-em-up here is the first one for the Lynx! Bigger than 
the average tin that the screen scrolls a little horizontally 
each way as well, Zarlor Mercenary has all the usual fea¬ 
tures: waves of alien ships: lots of ground targets for extra 
points/money: extra-big extra-powerful end-of level bad¬ 
dies; Power Ups Lo grab; end of level Shops to buy Power 
Ups: Extra Ship. Speed Up, Laser, Mega Bomb, Wing Can¬ 
nons, Side Shooters. Super Shield, Invisibility, Power Shots, 
Auto Fire. Back fttabbers, 

I he Lasers are on button 13 and home In on anything that 
moves: Mega Bombs are on the Option 1 button and are 
worth saving for the end-of-level enemies. 

There are six levels Lo fight and they get hard pretty 
quickly, Unfortunately you can only start at level 1. Fortun¬ 
ately you can get up to three friends to plug in their Lynxes 
and help you -1 suspect that without some help level 6 is 
going to be nigh on impossible! (I3 uL watch out. for anyone 
buying a Back Stabber - it can ONLY be used against other 
players!) 

'H it moves, shoot it, [fit doesn’t move, shoot it anyway]" 
Great game. 

SLIME WORLD 

The best of the recent releases. Todd’s Adventures in Slime 
World ls a mix ot arcade adventure, maze game, platform 
game and lots of other ingredients. Armed with only your 
trusty water-pistol you have been abandoned on the gross 
and repulsive Slime World. To survive you must reach the 
escape capsule aL the other end of an enormous maze 
populated by such delightful creatures as Maggots. Blood- 
Groaches, 2its, Scabs, Drools, Headsucfeers, arid Tape¬ 
worms! Slime drips from the ceiling, pools of slime block 
your way. slime waterfalls soak you, the monsters explode 
into lumps of mucus (boogers!) that stick to you - all these 
things slowly cum you green, Touching monsters speed up 


the process, Luckily for you there are pools of wafer oeca 
slonally so that you can clean all the slime, snot and mucus 
off! If you turn completely green you explode! 

Beware when killing red monsters - red boogers cause 
instant deat h! 

Along t he way, you will find lots of help: Buper Slime Gems 
(instant cleansing). Gun Power ups, Slime Bait (lure the 
enemy to where you can kill or avoid them). Slime Shields. 
Mega Bombs {clear whole rooms), Cleansers (turn Slime 
F ] ools to water) and Jet Packs, but watch out for energy 
barriers that destroy all your tools! 

Plus if keeps an on-screen map of your current area so 
that you can spot which way to Lry next in your search for 
the surface - most of the mazes are relatively straight¬ 
forward - as long as you keep reaching new rooms you are 
probably going in the right direction - though you may have 
missed some of the shortcuts - there are hidden doors all 
Over the place! 

There arc actually six complete games in Slime World: 

1) EASY: an "easy 1 ' introductory maze. 

2) EXPLORATION: a larger, harder maze to practice 
your skills in. 

3) ACTION: an arcade sty le version, less problems 
more fighting. 

4) SUSPENSE: Just 2 minutes to get out unless you 
can find the mushrooms which extend the timer. 

5) LOGIC; each room is a separate puzzle over 50 of 
them - and your gun doesn’t work! 

6) ARCADE: The nastiest one of all! 

in games 1-5 there are regular restart points after each few 
rooms - just press PAUSE and you get a code which you 
can use to restart the game at that poini next time you have 
charged vour batteries! But game 6 has no restart - what 
you really need here Is some help - you can plug in up to 7 
more Lynxes - watch out for traitors finding Slime Guns 
and using them on YOU! 

The mazes are different in each game and aru crammed 
fully ot superb puzzles which you have to solve by dodging, 
blasting or clever use of your tools - tills is VERY, VERY 
addictive - best game on the Lynx so far rush out and buy 
it NOW! 

SUMMARY 

As well as the original Blue Lightning, California Games, 

Chip’s Challenge, Gates of Zendooon and Electro cop. there are 
now Gauntlet III. Paperboy, Rampage, Shanghai, Rygar. and 
Eiobosquash, plus the six reviewed above. With APB. NFL 
Superbow], Vindicator, World Cup Soccer, Tournament Cyber¬ 
ball and Ninja Galden all scheduled to be available by the time 
you read Ibis, the Lynx is becoming a very versatile machine 
with a range of gfim.es to Suit all tastes. 

The games are generally of a very high calibre and the Lynx is 
still the only high quality, colour, portable machine on the 
market; together with a £50 price reduction a Few months back 
(it is now listed at .£129) this makes the Lynx a superb 
machine if you like playing anywhere, any time (and have 
plenty of rechargeable batteries)! 

By the time you read this you should also be able to buy a 
'stand alone' Lynx for Just £99 which is basically the same 
pack without California Games. Atari have also announced a 
new range of peripherals for the Lynx Including a car cigarette 
lighter power adaptor for £9.99, a 'Bun Visor’ retailing at 
£5.99, a Lynx kit rase for £14.99 and a Lynx pouch for £9,99. 
‘[’he cases allow storage of software along with the machine. 

My thanks go to The Computer Store irt Nottingham Broad- 
marsh for helping me try olc/ the multi-player ix-rsions. 
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XL/XE TYPE-IN 


DRAGON 




Dane Stubbs is 43 years old and is a Photographer by 
profession. His comments on this , his/irst ijome, are as 
follows. 

Dragon Castle Is mv first try at a complete game. I've had 
my &OGXL for nearly- two years and I've had a lot of fun 
exploring the world of ATARI computing. An editorial about 
reader participation prompted me to have a go! My ftOOXL is 
a bug ridden rev, b model so 1 do most of my programming 
with the fabulous Turbo Basic booted. When I tried the 
game Lri Atari basic my heart sank at the slow action. But 
every problem is an opportunity in disguise! A crash course 
on VBIs saved the day and taught me a Lott A VB1 reads the 
Joystick input and updates the player’s horizontal register. 

It also checks a flag and moves the falling damsel down her 
PMG stripe. A Display list interrupt is used lbr the multico¬ 
loured background to the graphics mode 12- screen. The 
display list is modified to give the text lines at the bottom of 
the display. Two small machine code routines are used. 

One moves blocks of data and Is used to print the PMG 
graphics and move the character set to RAM, The second 
routine fills a selected area of RAM with zeros and is used 
to erase PMG characters. 


by Dave Stubbs 

Tarialot the white knight has 
been sent by King Atoms to the 
local hoarding school for damsels 
in distress. A particularly bad in¬ 
festation of Dragonus-incineratus 
is causing the fledgling pnneesses 
to become suicidal Tarialot must 
keep the fiery fiend under lock 
and key by placing four keys in 
the east alcove o f the castle wall 
Successful suicides make an 
awful mess on the courtyard and 
it would be very bad form if the 
knight let more than three ladies perish! 
Catching them in open arms is the best 
way, catching them on the head gives our 
hero terminal migraine! White knights only 
have three lives! It's all a waste of time 
anyway because the cheap padlocks don't 
last and soon the? suicides are mare fre¬ 
quent It keeps a knight off the streeis 
though! 

PLAYING DRAGON CASTLE 

Use a joystick in port one to corztroi the 
knight Pressing the fire button will grab 
keys and catch jailing ladies. Up and 
down will let the knight enter the castle 
doors . 
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DRAGON CASTLE 


£ K 
FQ 
Gi 
LA 
HC 
HC 
F O 
NM 
AY 


1 Rem mam* 

2 REM n 

3 REM B 

4 REM tt 

5 REM ft-—-—■ 

6 REM » NEH ATARI USER ~ APRIL 

? ft£fi i ti ti ti am i M i MMtiamartfrrftnT i tmiiiB 


DRAGON CASTLE 
by 

Rave Stubbs 


a 

n 

a 

-— a 

■ 3i n 


DRAGON CASTLE 


n REM 
le HEM 

TD IS GRAPHICS 1 + 16 
7 tf&; 

? «6j" BE" 

? Iltj'* FtTilil^fcUllilsfcl 
? S6J ,P ““—"'""""" , "" ,M " 

7 . I HI I IB I 

•7 UG;'*; 

? « 6 ; 


HU 20 
HE 30 
HG 40 
A8 50 
GO 60 ' 
OL 70 1 
FN 0® -1 
ZF 90 ' 
IS 100 


l act* kpus in alcove* 


on thp castle uaJ I 


ZM 130 
PW 140 
HC 150 
V J 169 


06 i "THERE ARE 3 SUICIDAL”; 

PT lie ? ttfi; “LADIES TO BE SAUEDlF' 

FW 120 7 06; "DON 1 T LOSE THEM ALL! 11 

■? ao; •' mtmmMi&mzssxE "; 

? w nmzmi 

? 06 ■ "FiTX B«!MJJ^I!l:l4all " 

? 06; H Ras e in a the dragon's"; 

AC 170 l 06;"fir07 an ins id* jobll" 
rti 100 7 o 6 e? as i p ' WiiJ:ii-i-miFn 
ttlf 190 IF PEEK (532793 <>6 THEN 190 
KY Z00 GRAPHICS 1+16 i POSITION 0,10:? 06; Pl 
bach in":? 06;" THENTY FIVE": 

? 06;" 033lI3aWi!" 

JH 210 FOR D = 1 TO 1000:NEHT D 
PH 220 POKE 106,160 
EZ 230 GOSUB 2350;REM SET UP 
MJ 240 GOTO 300 

ZB 250 REM ^iTTTJiTTM»M ■* 49 (.1 :■:!** 

OV 260 IF PEEK(532601=4 THEN POKE 1666,ft: 

cevflag= 0 iCDSUB 1230 :rem lady/nan 
Hft 270 IF PEEK1532021=5 AND PEEK t6Z33 =1 T 
HEN cc:yFl.ag- 0 ; GOSUB 1330; REM burned 
OF 2 80 POKE 53274,0;RETURN 
LD 290 REM ^"f:>E 

5H 30« OR PEEK (540161-244 GOSUB 530,530,4 
70,530,530,530,410,530,960,060,538 
TJ 316 G0SU0 2S0 

ZR 320 IF PEEKC16653>94 THEN POKE 1066,0; 
SOUND Z,ZGO,fl„12 1 GOSUB 1400:REM Reathe 
d the floor! 

K« 330 GtfStfB 6 24! rem RandoM event? 

S¥ 340 IF FLAMEFLAG AND FLASH THEN GOSUB 
1146 

G« 356 IF FLAMEFLAG AND FLASH-0 THEN COSO 
B 1170 

FT 360 IF FLA&V THEN GOSUB 790 
MO 370 GOTO 30O 
VB 360 REM 
MA 390 REM 
PY 400 REM 
HJ 410 H-USRCADRCMOUE53 ,MAN1,MANPOS, 14) 

AC 420 SOUND 1,150,0,4 

YM 430 H = USR CADRIMUUFSl ,MAN2,MANPOS,141 
HH 440 SOUND 1,3,0,0 
ZK 456 RETURN 

lit 460 rem 

AS 470 H = USRCADRCM0UE$3 ,HAH4,MANPOS, 143 
ZC 440 SOUND 1,150,0,6 

BO 490 H = USRtADRCMOUESJ , MANS,HAMP05,141 
HA 590 SOUND 1,0,0,0 
ZD 510 RETURN 

AD S20 REM ir-TlMS-AFI \ Utl*4A1 
CJ 530 H-USRtADRTHDOESl,MAN6,MANPOB,141 
FR 540 IF FLADV THEN GOSUB 790 
KF 550 IF STRIG f05 —0 THEN X = USHCADR(MOVES 
3 ,MAN 3,MANPOB,141 
EE 566 D=PEEK tJ 66 4 3 

0G SZO IF STRinfOl-0 AND CEYFLAG=2 AND D> 
IB? AND D<190 THEN GO SUB 1540 
N J, 500 IF STRIG £03=0 AND PEEK 4532611 <>0 A 
NO PfFKT1064T<100 THEN GOSUB 1450 
ZT 590 RETURN 


DISPLAY PLAYERS 


MAR MOVES LEFT 


UR 

TL 

HT 


UL 

HH 

BS 


CH 

HH 


RT 
A A 
EU 

ZF 

LG 

MU 

HK 

ZK 
PR 
ZR 
ZZ 
B R 

UZ 

MG 

JS 

HU 

ZM 

OR 

vn 

CU 

Ctf 

UC 

SR 

EV 

YZ 

ZT 

OH 


JG 

ZR 

PG 

EE 

ZK 

MB 

JU 

JR 

HJ 

Jft 


AO 

HZ 

HO 

AX 

NM 

HD 

MJ 

AH 

UR 

ZD 


AG 

Cfl 

NT 


610 RE H 5UiCida( lady! 

620 IF FLAG-0 AND INTCRNDC0?*(50ZLFVEL 
3 3=2 THEN FLAG—1IHLADY-INT CRHD <01*140 + 
601 :GOSUB 740:RET URN 
630 Ht'H dragon appears! 

649 IF ORAGf LAG-0 AND INT(RHDC03«C407L 
EVEL3 5-2 1 HE N DRAGF L AG-1:GOSUB 1070 

659 If DRAG F'LAG—1 AND INT tRND C03 *103 =2 
THEN FL AMLF LAG-1:POKE 707,4b :PDKE 19, 

0 

660 IF FLAHEFLAG THEN SOUND 3,FLASMW10 

, 8,2 

670 IF F LAHEFLAG = 1 AND PEEKtl93=i THEN 
SOUND 3 , 6,O , d:POKF 767,100;GOSUB 1360 


:REM turn dragon off 

660 FLAStt=FLA5HH 

698 IF FLASH-2 THEM F LASH-0 

700 IF CEYFLAG-0 THEM CEYFLAG-1!G0SUR 

1100;REM key appears 

710 RETURN 

720 REM .... 

730 REM 

740 POKE 5324B, II LADY ! X = USR CADR tMOU E $ 3 , 

LADYZ,LADYPOS*3,11i 

750 FLADY^l;HALK-INTtRNDf03«43-1 

760 SOUND 2 , HL IlD V , Z , S 

770 RETURN 

7S0 REH TTT\TM"r>A4TTrCm 

790 WAIT-MATT +1:IF HLADY>192 OR HLADY< 

64 THEN UflIT-10 

ana hlapv=hiady+halk 


010 POKE 53248,HLADY 

820 IF HAIT>6 THEN POKE 1666,15FLADY-0 

;wait-0:rem Off she goes!* 1 

030 SOUND 2,0,0,0 

B40 RETURN 

650 REH 1^— 

860 D-PEEKtl6G4>:REM »an hprjz positio 


n 

870 FOR MAWPQS=M TO «-3 STEP -1 
000 X = USR tADR CM0VE9I ,MAN4,MANPOS,15> 
890 NEXT MONP0S 

90O IF D>60 AND D<68 OR D> Abb AND D<4-8 
0 THEN 940 

910 FOR MANP0S=M-4 TO H 

920 X=U5ft tfi&H CMdOE$l , MAN1 MANPOS , 15) 

930 NEXT MANPOS!RETURN 

940 FOR 0=14 TD 16:P0SITI0N 4,D;PRIHT 

no;" position 31, d:print ff6;" ":ne 

HT D 

950 POKE 623,2 
960 RETURN 
970 REM 

904 D=PEEK(16643;IF D>60 AND D<166 OR 

D>166 AND D <100 THEN 1000 

990 RETURN 

lOOO POKE 623,1 

1010 FOR MAHPO S —M—4 TO M 

1020 K-U5RtADR fMOUFSJ ,MAN1 ,MANPOS, I 51 

1039 NEHT MANPOS 

1040 FOR D = 14 TP 16:POSITION 4,D:PRINT 

POST JION 31,0;PRTNT 

EXT D 

1050 RETURN 

1060 REM —-t: HtyW*I:TtpT iT!M^^— 

1070 K-0SR(APR(M0ME$1,DRAGON,DPAGPOS,1 
43 

1080 RETURN 

1098 REH ^^K3II7HKT£H1’52] 

1100 K=«SR(ADR(M0UES3,CEY,CEVPO5,143 
1110 POKE 77,0iHEM disable ATRACT 
1128 RETURN 

11 39 REM TV* fUJTi:i 4>^ 

1140 K = USR iAORfFLUSMSl ,FLAMEPOS,303 5 X = 
USR(ADR(Mquesi,FLAME,FLAMEPOS,143 S P0KE 
707,46 
1158 RETURN 

1160 REM Mli ^T\ T aT;»lJ bMJW-I zofc 
1170 k=USR(ADR(FLUSH93,FLAMEPOS,363:X= 

confinued m 
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DRAGON CASTLE 


USP £ADR (HOVE*l , FLAME , F t. flMEPOS * 24,i.4| ! P 
OKE 707,258 

AZ 1IBC RETURN_ 

AA 1190 REM MHXXXISXEMMMI 

TP 1200 K = U5RCADR CFLU5HSJ ,LADYPGS,150> 

AC 12i« RETURN 

KD 1220 REM 

MM 12X0 REM lady/M-an 

OT 1240 IF STHIC101-0 THEN SCO«£=5CQRE+l; 

SOUND 2,50,8,12!GOTO 1270 
Gli 1250 DED=PED+2:IF DED-0 THEN FINTSH-1t 
COSUB 10X0 

DE 1260 FOR S=25S TO 2 STEP -2015OUHD 2,5 
, ft , 61NEKT 5 

NT 1270 GOSUB 1060 s REM print mores 
PU 1280 H = U5H COOP <f LtlSHST , LADVP0S“4,109) ; 

POKE 1065,0:POKE 1666,8!rLAG=# 

OV 1270 PONE 53276,8!SOUND Z,O,OiREM RE 
SET COLLISION REGISTERS 
AF 1300 RETURN 

NL 1310 REM .. 

AH 132® REM Man burned! 

LK 1330 FOR S-1 TO 5O;P0KE 7O6,0:POKE 7*0 
,15;SOUND 1,5,2,6;POKE 706,15;POKE 70S 
,6tMEN T 5 

NL 1340 SOUND 1,0,8,12!DED=DED+2:IF DED-6 
THEN FINISH-1:GOSUB 1630 
OK 1350 605416 I860 

OC 1360 H=U5RCADRCFLUSH5J,DRAGPOS,305:BRA 
GFLAG = ®S FLAMEFLAG^Bt SOUND 3, », 6,0 
LA 1370 POKE 53278,0:SOUND 1,O,6,0!RET URN 

DM 1360 REM , , ... 

Cl 138* REM lady hits the ground 
Ml 1400 GIHL=GIRL+2iIF GIRL=0 THEN FINISH 
=2:GOSUB 1838 
EC 1418 G05U* ±68B 
OF 1420 GO SUP 1200 

AD 1430 RETURN_ 

TK 1440 REM >4-tlBi 

TP 1450 H=USRCADRCFLU5HS5,CEYP05,151 

BU 1400 FOR M = A2 TO 2 STEP ~1 

20 147# SOUND 1,2,18,12:SOUND 1,4,14,0 

10 1460 SOUND 1,0,6,0 

LL 1470 NEHT U 

HU 1500 CEYFLAG-2 

DN 1518 POKE 63278,0 

AP 1526 RETURN__ 

CZ 1540 POKE 53240,165 
KV 155B GOSUB ±100 

YZ 1560 FOR S = i TO 20;SOUND 1,5,10,3;NEHT 
5 

IN 4570 SOUND 1,0,0,0 

UA 15*0 H = U5RCADRCFLUSH$5,CEYPOS,155 
PW 1570 POKE 53248,68 
TV 1608 L0*=L0K+2 

UU 1610 SCORE=SC0RE+lO:GOSUB 1680 
FK 1628 IF L0K-6 THEN FINISH-3 ;GBSIJ# 183* 
M£ 163# CEYFLAG-# 

AK 164# RETURN 
AH 1650 REM ■ I M 111 I I I" 

MO 


1660 POSITION 8,23!PRINT BGjSCORE 
OP 1670 IF DED> 0 THEN POSITION DED+7*Z1:P 

Rim wrv 

JD 1600 IF GIRL>0 THEN POSITION Z4+GIRL,Z 
i; PRINT ttsf” lf 

UT ±680 IF LOK>0 THEN POSITION 30+LOK,Zl; 
PRINT 06; M “" M 

HA 170U POSITION 8,23 SPRINT W6 1 SCORE 
A# 171* RETURN 
CJ 1720 REM —R ?iTi^lNU :l i 


5F 1730 DED=0:GIRL=#:LOK=#:POKE 18,0:FLAG 
“fl!CEYFLAG-0:FLAMEFLAG=8;DRAGFLAG=0:LE 
OEL-1 

AR 174* POSITION 0,21 : PRINT ttfi J '"DEATHS ! J 

zmimams <p 

YK 1758 POSITION 26 , 21 t PRINT Mfi I+% « ■“ 

YL 1768 POSITION 33,Z1;PAINT »6j" H 

GT 177# POSITION 7,21:PRINT tt6j" " 

TN 1786 POSITION 31 ,21 : PRINT »6 i 


PT 1780 POSITION 8,23;^ mi" dragon 

castle *' 

NS 180# POKE 53276,0 : REM Clear collision 
AS 181# RETURN 

BU 1638 FOR 5-0 TO 3;SOUND 5,8,0,O;NEHT S 
KD 1040 POKE 1666 , 8 :ftEM Stop falling lady 
IW 1050 OH FINISH GOTO 1808,2010,2048 
HC ±06* G05UB 2IS# : POSITION #,i?H PRINT #6 


Hu Id. down [STARTJ tor another 


PK 107# FOR 0=1 TO 1O0:NEHT D 
HS 1880 POSITION 0,21 SPRINT W&i" YOUR 
FINAL SCORE HAS "SPOSTTIO 

H 26,21 SPRINT B6;SCORE 
Pfl 185* FOR D—1 TO 10#!NEKT D 
DG 1800 IF PiEKtS3Z751 06 THEN I860 
HM 1518 SCORE-# 

GM 1520 SOUND 1,0,0,01 SOUND 3,0,0,01 POP ! 
POP 

CD 483# GOSUB 227# 

HI 1540 H-USR CADR CFL USHSi ,DUBOSE+1024,102 
43:REM erase png characters 
RH 185# GOSUB 17301 POKE 1665,0!POKE 1666, 
0 ; POSITION 0,23 £ PRINT ttfi t SCORE ; : GOTO 3 
08 

DA ISO* REM M H U \M I III ■ Til HTB 

IL 1870 REM All Knights Dead 

FR 1808 POSITION 0,23:PRINT ttGj'* end #f t 


he hnightQ M 
UZ 1850 GOTO 1660 
UR 2O00 REM All Ladies Dead 

PH 201# POSITION 0,73; PRINT &6 1 "good kflig 
ht princess' 1 
TN 2*20 GOTO 106# 

Jt 2#30 REM ALL Locks Secured 
NA 2040 F=ZB0;6-± 

RB 205B FOP 5-SCORE TO SCORE+lOft 
QS 2860 SOUND I,F,18,10:SOUND 0,0,14,10 
GB 2070 F=F-±:0 = 0 + 1 
GN 20B0 POSITION 5,23; PRINT 06Jf S; 

JK 2080 NEKT S 

FL* ZI*S SOUND 1,0, e, 0 ; SOUND O , 8,0 j 0 i SCORE 


= 5 

OH 2110 LEVEL=LEOEL+l 

RM Z12# lOK-0:FLAG-0 l POSITION 32,21;PRINT 
mi" ";G#4U8 1200 

DA 213# POKE 63779,0;POKE 1665,0:RETURN 

el zI4Q REM IjHH i 11 

JS 21S# FOR S = 155# T B 45*B:P#KE 5,0:POKE 
7BB,15 

8 A 216# SOUND 1,2,8,12!POKE S,15 SPOKE 706 

,# 

#M 2170 POKE 5376ft,32 

BP 2160 POKE S,#:SOUND 1,255.6,12!POKE S3 
769,1 

JZ 2150 NEKT 5 

ZP 22#ft FOR U=12 TO # STEP -1 
n# 221# SOUND 1,255,6,0 
QA 222® FOR B=i T# 5;NEKT D 
KO 273® NEKT V 

HA 2248 POKE 700i,Z ;P0*E 710,4 JPOKE 7*9,13 
9;POKE 71Z.# 

YG 7250 SOUND 1,0,8,0;RE TURN 
HI 2260 REM Wllllll lil MU I 1 M 
NR 727# RESTORE 2360 


FT 278* D=246 

OH 2Z8# FOR 5=1550 TO 1566iREAD 0:POKE S, 
fl 

CO 2300 FOR T-1 TO 5 

UF 231# SOUND 1,D,14,12!D=D ~2 

JT 2328 NEHT T 

UV 2330 POKE 70*,6 J POKE 70 9,10■POKE 718,4 
i POKE 712,242;SOUND 1,0,0,0 
IN 2348 D=D-1 
JR 2350 NEKT S 

CK 2368 OATA 244,246,246,250,202,164,166, 
10,4,34 

BB 2370 RETURN 


4 til UP ROUTINES 
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DRAGON CASTLE 


TH 

AD 

Hrt 

HP 


OP 

UB 

JI 

NU 

MR 

AB 

AK 

OZ 

MC 

OP 

GO 

IH 

UT 

HP 


50 

HP 

nw 


HO 

UK 

GU 

TL 


PC 

OP 

0** 

HU 

F J 

AO 

HZ 

VH 

HS 

tv 


NS 

BG 

J5 

PF 

RW 

cm 

cv 

AH 

pn 

HU 

ir 

HT 

SP 

CO 

K T 

PQ 

ZJ 

KH 

MM 

HA 


DATA FOR MACMikfc (iOCt 10 


SHIFT l>AT ^ 


2390 GOSUft 2720;REM Variables, 

£400 POKE 555,0:005MB 3740;RE M Display 
1ist stuff 

2410 G05UB 2530:HEN H^C Pats Shifter. 
2420 H = USft1ADRCFLUSHS) , PMBASE* 20O03 ;RE 
M Flush Pnbase rant. 

2 4 3ft r.nsuB 2 6 59 L REM Move Character set 
2440 GOSUB 2786:REM Character Data, 
2450 G-ftSUB 3 BIB; REM Draw screen, 

2459 GQSU8 3390;RE*f P/lfiSSile Stuff. 

2470 GOSUB 3740:REM Vbi setup 

2 4 8 0 GOSUft 173ftrREM Zeno shoreline 

2490 POKE 559,62 

25ftft RETURN 

2510 STOP 

2520 PEN ■:! *V» i I ■ I HJ< 

2530 RESTORE 256ft 

2540 FOR 5-1 TO 87 ! READ ftMOVES <S*SI -C 
HR % (D> :NEKT 5 
2550 REM 
2560 REM 

m 

2570 DATA 104,201, I, 206., B1,104 * 1 33,225 
,104,133,224 *104 ,±33,227*±04,133.>226*1 
04,133,229 

£588 DATA 1*4,133,220*169,0,133,230,13 
3,231,160,177,224,145,226,24,169,1,101 
259ft DATA 224,133,224,169,0,101,225,13 
3,225,24,169,1,101,225> Ol,2 26,169,0,1 
01,227,133,227,24 

7690 DATA 169,1,101,230*133*230,169,0, 
101,231,133,231*24,166,228*197,239,298 
,206,165 

£618 DATA 229,197,231,206,200*96 
2620 REM LM4JTT.^ T »J.ffl=Min jJBi| l Hrrj l M 
2630 FOR D=1 TO 42!READ ftiFLUSH*CD,DJ= 
C MR$ CB> rHEKT D 

2649 DATA 104,104*133,204*104,133,203, 
104,133,206,104,133,205,166,206,160,0, 
169,0,145,£03,136 

2650 DATA £08,251,230,204,202,40,6,300 
,244*164 

£660 DATA 205,208,240*196,204*160*0,14 

5*203,96 

2670 RETURN 

2860 REH ■ll-UUKA!Mcf-Tii14;M-i * BiWiH!! 

£690 K-USRCADA(HAULS)* 57344,CBASE,1024 
1 

2700 RETURN 

2710 REM | | | | H | m 

2720 DIM MOVEjr <901 , FLU5HS £421 
2730 LEVEL“1 

274ft 5TftRT = l*EEK11063-24iGBA5E=START*25 
6:PMB-PEEK£1061-16:GRAPHICS 12*16iPHBA 
SE-PHO-4256 

2750 NBA5E-CB05E+&5MB 
2760 RETURN 
277ft REM 


2780 RESTORE 2838 

2 790 FOR E — ft Tft 119 

2800 READ BYTE:POKE NB6SE+C,BYTE 

201ft M£Xr G 

2820 RETURN 

2636 HhM gnrMarTl:M:l4>l 14 | | | ■ jj\\ | M 

2840 DATA 234*169*165,149,149,149,149, 
255 

ZB50 DATA 175,07,07,07,07,67,95,255 
2060 DATA 170,85,05,65*85*85*«5,255 
207ft DATA 44,44*44,44,44,44,44,44 
£060 DATA 170,85,255*51*65,05,170,85 
2090 DATA 235,165,151*151*151*151,151, 
255 

£900 DATA 213,213,213* 213,213 *213,213* 
213 

2910 DATA 85,85,85,65,05*05*05*05 
2920 DATA 127*127,87*127*127*87*127,12 
7 

£930 DATA 255,255,£55 *255 * 265,255,255, 
£55 

2940 DATA 170,170*170*170,169,170,154, 


OH 

FR 

HU 

ML 

At 

HU 

EL 

JP 

AM 

ZO 

KO 

PS 

PU 

BF 

KM 

JK 

JN 

GP 

QG 

QL 

IM 

NT 

FL 

IV 

AA 

KD 

UN 

AL 

OU 

N$C 

DO 

QY 

0N 

01 

OC 

UT 

CS 

TP 

JR 

PH 

AH 

EN 

HP 

UF 

HH 

10 

EK 

OK 

IP 

OK 

YA 


254 

295ft 

25 5 

2960 

2970 

£98P 

2990 


DATA 169*170*154,106,170,170,170, 

DATA 60,66,66,255*231*195, 231,255 
DATA 60,126,90*126*36,153,90,129 
DATA 40,48*16,60,. 218*20,62,63 

reh 


3008 REM GRAPHICS 12 


3810 1 
3O£0 ' 

9 IK H 
3030 ■ 

V 

3O40 1 

K H4 ¥ 

3050 ' 

J Hi r 

3060 f 1*6 j" 


»6; " 

H6; '* 

116;*" 
ns; 11 

H6; ,p 


/H II- H 

K IH IK 

/Hit I 
¥ tt4 ¥ I 

/H j rf W ¥ f 

H JJ II* II- IK II- IH JJ IK IH J 


JJ II* II- II- it t 

307O ? 06; " ¥ II- IK IH II- II- II- IK II- IH tH«* 1 
HHMHHh -j 

3080 ? Oft; “I* IK IH JJ J J IMMUMMH KH K 

IK IMMK IK IK I"; 

3090 ? oeiVK IK IS ^A¥ II- IK IK it Hi K 

jjjjj II- IK IK t/"s 

3100 2 06; '*¥ IK IK IH IK IK IK IK f\AAA K IH J -* 

J IK IH IK IK IK/-; 

3110 ? 06; "/¥ IK IK IH IK IK EK \t\JdAH** \¥ 
IK IK IH IK IK I/”; 

31£0 t o6*-'H JJj - ij IH (MMK NA44/MH I 
K IK IK IH IK IK I* 1 ; 

313B ? 06; 11 K IK IK IH KH KK IK IH JJJJ IK IH 
JJ IK IK IH it !/*■; 

314B ? 06; " H |H J IKIKIHJ IK IK IK IH \H J 
J H J J J J IH IK I"; 

3158 ? ooj "K IK nK f\A K HIH J IK IK IH ]/i 
H J ¥* ISJKK I/ ,1 j 

3160 ? 06j"H /PlHSiH-HH H J J IK IH H 
-H UT^KWK I/-; 

3170 ? tt6;-K IK riK IK IHJJJ IK IK IK EK |HJ 
J IK m IH IK I"; 

3188 7 06 J- p " mmmmw itNi mm rm * - ■ 
ll ■ i 

3198 ? 06 ; M ■ ■ ■■■ S " B ■ ■ “ • * * 

■ ■Ms iif 

3200 7 06;- *" 1 * mm » 

m t :> it. 

3210 POKE 756,C BOS E/2 56 l POKE 7«8,6:P0K 
E 709*1B:P0KE 718,4 I POKE 711,242 
3££0 RETURN 

3240 RESTORE 3360 
3256 FOR D-0 TO 40 
3260 READ ftrPONC I536+D,B 
3270 NEXT D 

3£80 DLIST^PEEK (5601+PEEK £5613*256 
3£9ft POKE DLIST+2*PEEKtDLlST+23+120 
330O FOR D=6 TO ±6 STEP 2:P0KE DLIST+D 
r PCCMHZSTHH129:AEHT P 
3310 POKE DLIST+21*PEEKCDLIST+213+128 
3326 POKE DLIST+24,PEEKCDLIST+243+128 
3330 POKE DLIST+26,136!POKE DLIST+2B,7 
3346 POKE 512,8:POKE 513*6:POKE 54286, 
192:POKE 712,242 
3350 RETURN 

3360 DATA 72*138*72*174*32*6*189,22,6, 
141,26,2ftft * 141*10*212*238*32,6,104,170 
* 104 

3370 DATA 64,244*245*248,250,252*164,1 

66 ,1ft,4,34,34*0,0*ft,ft*ft*ft*0,0,0 

3380 REM TTTJM 

339ft POKE 54279*PMB 

3400 PMftASF “PMB+*2 5 6 

3410 POKE 53277*3, 

3420 RESTORE 346ft 
343ft tt£M 

3440 REM PLAYER DATA STORED ROOUE 

PMBASE 

3456 FOR D-1 TO 14 i REAP fliPOKF PMftASE + 
D*»:NEKT D:DRAGOH^PMOASE+1 continue# + 
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DRAGON CASTLE 


UL 3*60 DATA 129, 90, 60,90, ?0,66,219,2 55,1 
60,125,50,60,66,155 

6 Q 3476 FOR 0=15 TO 30;READ 81P0KE PMBA5E 
+ D,BE KENT D:LADY=PMBA5E+15 
YR 3*80 DATA 0,0,67,34,34*63,31,15,1*,20, 
68*126,7*.153,61,25 

UK 3456 F Oft 0-31 TO 453 HEAD B‘POKE PMBA5E 
+ D, BE NEXT t> : MAN1=PMBA5E+31 
ftl 3500 DATA 0*152,104,176*156,106*121*10 
6,40,12* P 230,150*135,65,130 
5¥ 3510 FOft D —46 TO 59;READ B:POKE RMBA5E 
+D,i:NEKT D!MAN2=PMBASE+46 
QL 3520 DATA 24,56,40,24,108,126,60,24,30 
,63 * 45,48,40,96 

£G 3530 FOR P-60 TO 73:READ 0!POKE PMflASE 
+ 0.02 NEXT P;MftN3-PMBfi5E+0O 
Ml 3540 DATA 145,105,251,214,126,124,124, 

60 ,50,41,40,40,40,100 
BQ 3550 FOIl D—74 TO BB:REA0 BtPGKE PMBA5E 
FDjBeHEXT »tMAN4=PHBflSE+7* 

ZH 3560 DATA 25,57,25,17,57,124,155,153,2 
8 , 5* ,51, , 9*, €0,34 j 0 

HF 3570 FOR 0=09 TO 102:READ BePOKE PMBA5 
E + D,B E NEXT 0:MAN5-PMBASEtB9 
HH 3588 DATA 0,20,ZB,8,24,6*,92,58,25,56, 
244,132,8,12 

ZA 3590 FOR D-103 TQ 116:READ 0!POKE PHBA 
5E + D,B ? NEXT D:LADY2=PMBA5E + 183 
ftp 3600 DATA 24,44,36,8,60,126,122,105,10 
5,56,60,124,126,127 

D¥ 3610 FOR 0 = 117 TO 13ft:HEAD BlPOKE PMBA 
5E*0,8:NEXT ft}HAM6-PHBASe+±17 
CO 3620 DATA 16,56,16,56,124,106,106,167, 
120 ,41,40,41,40,109 

tIP 3630 FOR 0 = 131 TO 4.45 1READ B : POKE PMBA 
5E + D,B 3 NEXT D:CEY = PHBA5EF131 
CY 3640 DATA 16,28,24,28,24, ZB*16 , 16,16.5 
G,60,66,60,56 

NH 3658 FOR D=146 TO 166iREAD BEPOKE PMBA 
5E+D,B!NEXT D!FEAME=PMBA5E+146 
AN 3660 DAT* 16,55,56,16.35,12,6,126,116, 
32,0,92.252,234,OS 

SP 3670 HANPO5-PMBA5E+1536+157:Hrt=150:P0K 
E 7B6,IS:POKE 623,1:POKE 53 250,150 E M=H 
ANP05 

PG 3600 LADYPQ5-PM0ASE+1024+5O:POKE 704,1 
26:POKE 53248,80 

CO 3690 DRA6P05-PMBA5E+179Z+114:P&KE 787, 
1B0'POKE 53251,120 

EM 3700 CEYPO5=:PMBASE + 12B0 + 146 : POKE 705,2 
55 E POKE 53249,00 
Vf 3710 flAM)FPD5=OftAGP05+l* 

AV 3720 RETURN__ _ 

Yfi 3730 REM 

HH 3740 RESTORE 3800 

K Z 3750 FOP 0=1581 TO 1671 

ZF 3760 READ B!POKE 0,» 

DK 3770 NEXT D 

HH 3700 POKE 549,6;POKE 548,46 
BO 3790 RETURN 

BlL 3000 DATA 0,72,138,71,152,72, 173,0,211 

,201,247,2*0,7.201,2S1,240,15,76,86,6 
BT 3810 DATA 238,120,6,173,128,6,141,2,20 
0,76,*6,6,208,128,6,173,128,6.141,2,20 
8 

5C 3820 DATA 173,130,6,240,23,160,8,174,1 
29,6,165,15,144,157,50,140.288,232,192 
,14,240 

Jtt 3038 DATA 1* 76* 95,6,230 r 129 * 6 * 169*0,14 
1,32,6,104,160 H 1**,170,10*,*0,76,90 
zk 3B*e Data 220 , 120 , 0 , 0 , 0 , 0 , 0,0 
LQ 3650 DATA 0,0 , 0,0,0,0,8,8,0,**6,8, 9 ,&, 
0 ,0.0,0,6,8*0,0.0,0 


DOS 



reviewed by Steven wi 


W lie it Atari engineers first proposed the XF551, Atari s 
first double density, double sided disk drive. It be¬ 
came apparent that more than a revamped version of 
DOS 2,5, would be needed if users were to exploit the new 
power of the XF5S1. Bill Wilkinson, author of Atari DOS and 
Atari BASIC, took on the task ol'writing a new Atari DOS 
capable of accessing the XF55Fs 360K capacity. 

Work on Ados, as it was then known, began although com¬ 
mercial considerations delayed and then accelerated the 
XF551 release date and the result was that the XF55 1 was 
released in mid 1988 with DOS 2.5. Finally work on Ados, 
renamed DOS XL, was completed in January 1989 and the 
new DOS hit the shops, at least in some countries!, 

DOS XE uses memory In parallel with the OS Kom lor certain 
functions and is thus Incompatible with the old 400/600 
systems, however, one advantage is that with DOS XL residing 
entirely in memory Instant access to DOS trom Basic is avail¬ 
able, Certain DOS functions will erase any programs in mem¬ 
ory but DOS XE always lets you know when your Basie 
program is in danger and gives you the chance to continue or 
cancel the option. 

When you boot DOS XE without Basie you are greeted with a 
simple main menu screen. From here, pressing a key and 
Return will take you to either the File Access Menu, the 
Machine Language Access Menu or to the Systems Functions 
Menu, If you have entered DOS from Basic, you will also see 
an Exit to Basic option. 


A ll three menus have a files listing option and allow you 
to change the working directory" and pressing the 
Escape key will return you to the main screen from any 
of the menus, DOS XE is the first Atari DOS capable of using 
subdirectories which, in theory', make one DOS XE disk work 
like several disks linked together, On boot up the working 
directory Is the "Root" which can contain files or subdirec¬ 
tories. 

Apart from several new options which we will see later on, 
most of the existing DOS functions have been enhanced to 
make them more user friendly and to take advantage ot the 
new file management system. Where viable, DOS XE accepts 
Input from or sends output to files or devices (S:, E: or PO 
The files listing option will ask "list to where? after you have 
specified a source path, Press Return and the listing will be 
printed on screen, enter "P" and it will send it to the printer 
whilst entering D1>DISK,LJS" will send it to a file (created at 
the same time) called DISK. LIS. the contents of which can be 
seen with the "View file" option. 

The Copy tiles option can now work with tiles and subdirec¬ 
tories and will also verify each file name. Sec figure 1 tor an 
example. It is also possible to initialise a disk in 810 mode, 
1050 mode, XF551 mode or single sided double density, giving 
tip to 3G0K on each disk. 

QOS XE can access DOS 2.X disks through its ’Allow DOS 
2.X access" option, To save on memory the code for DOS 2 is 
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loaded only when reques¬ 
ted and from then on you 
can access any DOS 2.X 
disk i>v using the device 
name A: instead of D:. All 
DOS functions except 
those that use the new file 
management system can 
be used with DOS 2.X 
disks. DOS 3 has been 
left In the cold although 
there Is a tile called 
'COPY3 XE.COM" on the 
DOS disk to convert 13OS 
3 disks to DOS XE 
format. 

T he Machine Lan¬ 
guage Access 
Menu must be 
heaven for programmers 
and power users. Options 
include running, loading 
and executing binary 
files, saving memory tn 
binary format, appending 
memory to binary files 
and changing contents of 
iiAM, All entries are made 
in hexadecimal or tn 
decimal. 

Also in this menu are the 
files listing and working 
directory options, 
in t he third menu - The systems function menu, apait from 
the ''Allow DOS 2.X access" opt loin you can, save a configured 
version of DOS XE, duplicate an entire disk, set current date 
and execute batch files. 

Batch files are a fast way of executing a scries of DOS XE 
commands previously stored on disk and DOS XE lias several 
features to simplify their use. A batch facility allows you to 
enter several commands cm one line but any options which 
require function key presses to continue; i.e. “PRESS STAF<T 
TO COPY FILES" cannot be used this way. The full stop 
works like the escape key which moves you from a menu to the 
main screen. Also because DOS XE£ examines only the first 
letter ol each entry on a line you cun use explanatory terms 
like FUemenu or Sysmenu instead oJ'F or $, Commands are 
separated by spaces and finally the exclamation mark works 
like the REM statement - anything after it is ignored. 

With DOS XE you can now set the current date and it uses 
the information for the Date created and Dale last modified 
stamps on your files. 


You can make your own 
configured version of DOS 
XE with the SETUP. COM 
program a binary- file 
loaded from the Machine 
Language Access menu. 
With SETUP.COM you 
can create AUTORUN.SYS 
| files that initialize the 
RAMdisk. load the RS232 
driver and automri a 
Basic program. It lets you 
specify which types of 
disk drives you have from 
a choice of the Atari 510, 
1050, XF551, 130XE 
RAMdisk and SSDD drive 
. Atari hove done a great 
deal to make sure ex¬ 
isting Software will run 
under DOS XE by keep¬ 
ing memory map and CIO 
enLry point compatibility 
with the older DOS 2.X 
systems. 

Software that sends file 
names to "DUFlLE" will 
be interpreted by DOS XE 
as 'D1 s working direc¬ 
tory^ FILET 

No documentation is in¬ 
cluded on disk although 
the elusive DOS XE 
manual is one of the best 
Atari have ever published 
wiLh ample information 
for beginners and seri on i s 
programmers. The manu¬ 
al gives a complete run¬ 
down of the changes to 
the NOTE and POINT commands and the new XIO functions 
which make use of the new DOS. 

Both DOS XE and its manual were around when Atari UK 
launched the XF'551 In this country. The fact that the XF551 
has not been available over here for over a year could be due to 
no more XF551 stock or the fact that Atari UK faced with 
threats of liability under the Trades description act [see Page 6 
issue 38?] decided to pull the plug on what is a really great disk 
drive, 

1’he final verdict? DOS XE is a powerful use]' friendly DOS. 

Us ease of use makes It ideal for those who wash to improve 
their system and first time buyers whilst its power features 
make it ideal for programmers. Well done Atari 1 - lets see some 
more software. 

I wo\ild like? to thank ATAi?/ SPA/jV jfbr their cooperation - 
especially for the DOS XE manual and the rest of the guys at 
Anglo Computer Club. This article is dedicated to those who 
continue to fight for the best 8-bit euer. Keep it upf 
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XL/XE TYPE-IN 



Is it worth buying a 
Touch Tablet? Colin 
Paine shows you what 
you can do with one 


T he Atari Touch Tablet is basically a sleek grey A5 

sketch pad with a few extra features. It has a stylus 
which is a sort of pencil with a button on It tor draw¬ 
ing it also has two large buttons on both sides of it which can 
act the same as. or differently from, the stylus button depend 
iag on the program. Could it be the perfect tool for graphics. 

At. cine time or another everyone has done some graphics 
whether for a program or fun. but to produce high quality 
graphics with a joystick is no easy feat. There are some good 
quality joystick controlled graphic designers around but s ill a 
lot of skill Is needed io draw from life or copy. A touch tablet 
makes it a lot easier. Also your thumb doesn't ache so much 


afterwards W 

When mv Touch Tablet arrived through the post. I ran up Lo 
my computer to try it out. 1 plugged it into joystick port 0 and 
Rxcd the stylus la pen you use to draw on tt with) into the hat.k 
of it. Then 1 plugged in my Atari Artist cartridge wiLhoul 


reading the manual. After a few seconds l was greeted with die 
menu, 1 placed die stylus on the tablet and selected Help. 1 
w as told that lifting the stylus of the tablet and pressing the 
button would take me between die menu and the drawing 
screen. I returned to the menu, selected draw and went to the 
drawing screen, 1 pressed the button and just drew lines all 
over the screen. Lt was great; it followed every movement I 
made with the stylus. 

I returned to the menu and had a look at the options, Ihe 
options were Draw. Point, Line, K-Unc. Rays, Fill. Frame, Box, 
Circle, Disc, Erase Screen. Storage. Magnify. Mirror, Colour 
Menu plus brush shapes, colours and patterns at the bottom 
of the screen. After consulting the manual I discovered that the 
options could be selected by keyboard or tablet, 

I tiled out the four different colours then changed them at the 
colour menu. I erased the screen then selected Mirror. I was 
asked if 1 wanted a Horizontal mirror or a vertical or a diagonal 
or an 'all four way 1 one. 1 choose an all four way and drew it 
was great! Then L filled my shape with the different colours and 
patterns. Designing had never been easier, 1 then took an Ao 
picture and decided to trace it. I checked with tbe manual and 
discovered that there is a sheet of clear plastic over the top ol 
the Tablet. I removed the plastic and placed my picture on the 
tablet then I put the plastic back and It held it still so 1 could 
trace It without any bother. 


NOT SO BIG ON PRINTING 

I wanted a printout on my 1029. 1 searched the menu and 
tried everything. I even put the cursor on top of die Atari logo 



TABLE OF TOUCH TABLET BUTTONS 

Number returned 
by STICK(O) 

Buttons 

14 

Pen 

11 

Left Button 

7 

Right Button 

10 

Pen and Left 

6 

Pen and Right 

3 

Left and Right 

2 

1 __ _ 

All Three 
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IM i hem r—--“**—--I 

PF 2 REM | A SOUND DEMO 1 

OH I REM J THE TOUCH TABLET | 

NR 4 REM | rraT IJtl,4U EEEE’ t 

C2 5 R£« I ' — -----1 

(IE G REM | BY I 

PU 7 REM | COLIN PAINE 1 

IM 8 REM - 1 


LY itJ GRAPHICS 0 1 SETCOLOR 2 „ 0, B ! SETCOL0R; 
1,6,IS!POKE 752,1 

My IS ■? ■* SOUND DEMO'’!? ;? ?? " 

JU^T MOUE THE STYLUS" S'? !? " 

ACROSS THE TABLET" 

YK 17 ? ; ? 5? ** FOR STRANGE SOUND" 

EP 20 SOUND 6,22B-PADDLECOS,IB,1& 

GG 25 SOUND 1,2ZB-PADDLC £ i*I®.1* 

RT 30 GOTO 20 


and pressed the button - ] got a strange surprise! Anyway I 
couldn't find a printout option. So, I turned to my trusty New 
Atari User/Page 6 magazines. As I flicked through them ! came 
across just what I wanted in Issue 25. a 1029 Atari Artist print 
routine. I saved my picture to disk then started typing out the 
listing. Two and a half hours later I saved it and ran it, 1 loaded 
in my picture and with the touch of a button ] got printouts in 
different shades of grey and in different sizes! Unfortunately 
other printer users will have to find another way because this 
program only works with 1029. 

A short note to other printer users, If you are tiylng to make 
your own printer dump, watch out because Atari Artist doesn’t 
save it in the usual 62 sector form. 

PROGRAMMING? NO PROBS! 

1 am sure Atari Artist won’t keep everyone happy for ever. It 
didn’t me! So I turned to Basic programming. My manual had 
nothing on programming it nor did the several other books I 
have. I tried experimenting and found you can access the tablet 
from the PADDLE command. The Atari Touch Tablet has 223 
resistance pads (spots that the stylus can touch like pixels) In 
both directions making It difficult to use Graphics mode 8- The 


A CHALLENGE! 

Colin's uso of the Touch Tablet /or making random sounds gave 
its the idea of using the- Touch Tablet as a sort of rri risicaf 
instrument, Can anyone write a program to read music from the 
Touch Tablet? The idea mould be io divide the Touch Tablet into 
five or six horizontal bonds uifth each band oonlaimny the stan¬ 
dard notes Jbund on a music stone so that when the pen mas 
pressed on the tablet the appropriate note would sound. The 
Eeripth of the note mould be determined by how long the pen 
remained in contact and harmonies could, perhaps, he added by 
using the buttons an the tablet or on the pen. 

Music could be created by producing a template io lay over the 
tablet containing blades for each note as in the example shoum. 
Readers could quite easily create templates of theirfavourile 
tunes and send them in /or publication, 

How about it? The program should be relatively easy to norite 
given the injforrnatton in the ttvo sample programs with this 
article. Let's hear from you, 

Sample template for Touch Tablet Music - needs to be Ab size 



X axis fakers its readings from Paddle(Q) and the V axis from 
Paddle( l). The pen and two side buttons can be accessed with 
SnlCK(O). Please see the table for the buttons and their num 
hers. For a small graphics demo program turn to Listing I. 

The Tablet doesn't have to be used Just for graphics it can be 
used for sound too - see Listing 2, I am sure you can find many 
more uses for it too. Just use some imagination then vvriLe a 
program on it, 

IS IT WORTH BUYING? 

Is it worth buying? It all depends on what you want your Atari 
for. If you just want to play games then 1 shouldn’t bother 
because as far as 1 know there are no commercial games tor it. 
But if you are at the stage of "What do 1 do now?' with your Atari 
or if you have an interest in graphites then 1 would certainly 
recommend it, No previous knowledge is needed to get it going. 

[ much prefer It to the light pen - Ibr one thing it stops your 
arm aching! The only drawback is, if you rest you hand on il 
while you are drawing it will take reading from your hand not 
the stylus! 1 bought It for forty nine pounds tout I’m sure if you 
shop around you can get it cheaper. As ior software there Isn f a 
lot but making your own programs is not difficult. 
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PROGRAMMING 




WRITING 

ADVENTURES 


I n the first article, 1 looked aL the way l he rooms of the 
dungeon were created and gave a few lines of illustra¬ 
tive code from my 'Met Man’ adventure (the full listing 
fur which will be given in the next article). Ill this 
adventure, a large (300 element} string ol mostly un 
used rooms is created- The letter Q‘ is used to denote a 
solid room (e.g., a wall, floor or ceiling}, the number ’O' 
represents a room which is easily passable, while the num¬ 
ber T signifies a room blocked by a "monster". 

The word "monster" is defined to include any obstacle 
which impedes passage into the room. It might he a fire- 
breathing dragon. It might be just a fire, it might even be a 
mom with a locked door. When the adventurer tries to enter 
any room denoted with the symbol T, a message is given, 
appropriate to the room,, saying that' something will not let 
me pass’, or "I can’t do that yet”, or words to that effect. 


PUZZLES 

This introduces the puzzle element. The player has to 
commit some action which the program recognises as suffi¬ 
cient Lo overcome the "monster'. When this happens, the T 
in the room string is replaced by a Q\ indicating that free 
passage is now permitted- 

For example, a room sealed by a locked door has a T in 
the room string. If the player produces the key, the "mons¬ 
ter" ■ in this case the locked door - Is overcome, and a L 0' is 
placed in the room string. 

Normally a "monster 11 will stay permanently vanquished 
once the puzzle is solved- However, some adventures (not 
"MetMari') cause the '’monster” to reappear under certain 
circumstances, for example atter another 20 turns ol play. 


GO COMMAND 

The GO command can similarly be implemented, A player 
can sav GO NORTH, which the program will interpret as 
NORTH, But GO has another, more complicated use. Sup¬ 
pose you are standing before a building. Visible exits are 
north and south. You try GO NORTH, but you land up in a 
field. GO SOUTH takes you to a path. So you try CO 
BUILDING - not listed as an exit - and at once you are in 
the building. 

There are various ways of implementing the CO ROOM/ 


BUILDING command. The easiest is to assign the appropriate 
room (cell} a value different from Q.l and 2 (using' MetMan" as 
the example], and make the program recognise that an attempt 
lo GO to the room is equivalent to a legal move in (he same 
direction- In the example i have Just given. GO BUILDING 
would be interpreted as GO WEST (or whatever direction the 
building-cell lay in. separate from the visible exits of north and 
south), 

other values can be used in the string array for different 
purposes. For example, characters 'a to i (lower case) might 
call up 26 different types of HELP text. However, HE!T 3 is 
implemented differently in 'MetMan”, see below. 


THE RESTORE COMMAND 

The command RESTORE in Atari Basic is one of OSS’s great 
boons to adventure writers (OSS wrote Atari Basic), because it 
is programmable. The RESTORE command tells the program 
which line of DATA to read in next, so that RESTORE 1000 
means read in DATA from line 1000, Much more Important is 
the line RESTORE Q. which restores data from line Q, the 
value of Q having been defined by the program elsewhere. 
Suppose the player Is standing in room number 37. Then the 
simple Basic lilies: 

Q = 37 ; RESTORE 1000 + Q 

will read the data specific Ibr room 37 from line 1037, If we 
record a room description at line 1037. then the additional 
lines: 

READ DESCRIPT^ : PRINT DESCRIPTS 

will give us the whole room description. 

But we can do even better than that! At line 1037, we ran put 
not only the descriptive data for room 37, but also other data 
such as an index to the HELP text which Is similarly refer¬ 
enced with a RESTORE command. Consider this sequence: 

Q ^ 37 : RESTORE 1000 + Q 
READ DESCRIPTS. INDEX 
PRINT DESCRIPTS 
RESTORE 2000 + INDEX * 

READ HELPS 
PRINT HELPS 

1037 DATA This is a room, 10 

2010 DATA This is help text for room 37 

Implementation of this sequence gives all the room informs - 
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Part 2 of our series on 
programming your 
own adventures takes 
us on to the commands 
needed to start to 
make things work 


tlon, and provides access to (he HELP text. 

Why use INDEX-10, irisLeud of INDEX=37 for the help text? 
Usually you need much less help text than is required for every 
room, so this method has the potential to use space and code 
more efficiently (machine code programmers used to direct 
indexing will appreciate the benefit better). 

Actually, the RESTORE command is very similar to indirect 
indexing In machine code, when used In this way. 


ROOM ATTRIBUTES 


I have shown how the RESTORE command can he used to 
index room descriptions and other text for a room. It can also 
be used to index Ihe attributes of the items in a room, A long 
list of DATA statements will contain the following attributes, or 
information: 

A The mocobfe item 

2. its state 

3. Its location 

4. Its hide-index . whether it hides another object. 
lift us take an example from 'MetMan": 

3212 DATA BEERCAN. 1,151,0 

When data from line 3212 is read in its entirety, tine program 
knows that there is a beercan currently in room 151. Us state 
(1) means that it can be moved (other values here might signify' 
that it could not be moved, thal it. was too heavy to move, that 
it won't let me pass or has other special function}. The ‘hide- 
index’ is in this example zero, meaning that the beercan dues 
not conceal another object. 


If the ‘hide-index’ were non-zero, then its value would point Lo 
another object In the same list of DATA. Since the object data 
items begin with line 3200. a value here of 12 would mean that 
the beercan was hiding itself, obviously an absurd concept. 
Suppose that the ’hide-index' had a value of 20, Then the 
second object in DATA line 3220 will come to light alter the 
BEERCAN Is EXAMined, Similarly, the second object could 
point to a third, and so on. 

Until the hidden Items are exposed, they are assumed to 
reside in room number 1. a solid wall which the player can. 
never enter. Room number zero (0) is assumed to represent the 
player's pocket, and is also inaccessible to the player. 


CONTENTS ARRAY 


The list of objects described above tells the program where 
everything resides at the beginning of the adventure. However, 
it would be very time consuming to search this list whenever it 
wanted to display the contents of a room. 

Instead, the program additionally keeps a list of the locations 
of each object. The arrays CONDO and HID[XI show where 
objects are currently CONtained or HIDden. Till us, lor the 
beercan, CQN[12|=151. IfCON[l2)=0, then the player is hold¬ 
ing the beercan. 

The list of objecls held by the adventurer is revealed when the 
player types in INVENTORY (which can be abbreviated to I j. 
Most adventures, including "MetManT limit the number of 
objects which the adventurer ran hold at any one time. 


FLEXIBILITY 


This system of setting up an adventure Is amenable to easy 
modification. Lists of DATA are set up to display the attributes 
for each room, and for the room contents: each DATA list is 
ended by ' 1 ' as an end-of-data marker, so that program Loops 
keep searching the lists until they find the ‘-V marker. 

It is therefore very easy to create a new adventure, essentially 
Just by altering the DATA statements (but see the next 
section!, 


ROOM SPECIFICS 


in any adventure, there will always be some actions specific 
to certain rooms - killing "monsters" is an obvious example. 

Again, the code for this can Be organised according to the 
room number, owing to OSS’s considerate programmable 
GOTO and COSUB commands, as In: 

Q = 15000 + room 1 10 : GOSUB Q 

Use of the expression ’15000 + room* Iff ensures that, from 
line 15000 onwards, there are up to ten lines of BASIC code 
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available to deal with Hie specific problems of every room. 

Usually the line 15000 + room* 10 will simply say RETURN - 
no action Is required. But room-specific code can be incorpo¬ 
rated where required, and this will be the hardest part to 
rearrange when a new adventure is written. 


THE PARSER 

The parser is the Input routine which handies the player s 
intended actions. Normally it will deal with two key words, a 
verb and a noun as in OPEN DOOR. 

There has been an increasing tendency in modem adventures 
to market sophisticated parsers as sales gimmicks. I use the 
word "gimmick" advisedly, since no serious adventurer will 
usually enter more than two-word commands (if you doubt 
this, look at the Tipster's page]. 

The feature of a sophisticated parser is that it can handle a 
lengthy sentence, such as: 

OPEN THE DOOR THEN KILL THE DRAGON AND 
TAKE THE TREASURE 

Tilts adds up to eleven w r ords. An experienced adventurer 
would say: 

OPEN DOOR 
KILL DRAGON 
TAKE TREASURE 

These are the key words which the more sophisticated parser 
would pick out of the earlier long sentence. 

Does it matter? Well, the second method involves typing only 
six words (instead of eleven). Suppose Hie door is locked? Then 
the second method wastes twn words of typing, while the first 
wastes eleven! Clearly, use of the second method is more 
efficient for the player and saves the programmer the trouble of 
a great deal of complex coding (see below) . "MetMan", like 
many adventure programs, uses only a two-word Input parser. 
It is convenient for the player that a parser should recognise 
short, versions of the most common actions. Thus GO NORTH 
should be replaceable with NORTH or even L N\ Again for 
convenience. Hie parser should accept the first four letters ol 
any noun nr verb to take action. Four letters are just enough to 
convey uniqueness on virtually all words used In an adven¬ 
ture. Thus it should be possible to abbreviate ENTER CASTLE 
to ENTE CAST, 


IT 

IT is another addition of dubious value to some modern 
parsers. For example: 

TAKE TREAsure 
EXAMine IT' 

This is quite easily coded. Store the last noun used, arid 
replace all occurrences of “IT with the last noun stored. 

However, it Is possible to imagine ambiguities when using the 
word IT, especially in a long sentence, so that, it is probably 
best avoided. Again, no serious adventurer would use the 
pronoun FT, The IT routine is not incorporated into "MetMan", 


CODING THE PARSER 

There are a number of ways of writing the code for the parser. 
The most important requirement is to separate the key words 
from the text string which the player has entered. The key 


words will all lie separated by spaces in the text, string, so the 
program has only to lock for spaces and separate the words 
parted by them, ignoring the number of .spaces. 

This is achieved by examining each character of the input 
string, and saving those which are not spaces as two strings, 
VERB$ and NOUN$ (the verb will always come first). 

Such a process can he quite fast in Basic If the player is 
forced to use a simple two word command sequence separated 
with a single space. Then we can write : 

100 SPAGE - 0 : FOR K - 1 TO LEN(INPUT$) 

110 IF INPUT$(K,K) = - 11 THEN VERBS = 

INPUTS (1 ,K-1) : NOUNS = INPUTS (K+1, LEN 
(INPUTS)): SPACE=1 : POP: GOTO 130 
120 NEXTK 
130 RETURN 

Notice the POP command, necessary since Hie program is 
jumping out of a loop, 'the SPACE flag tells the program 
whether a space had been detected in the input string. 

This simple program is not sufficient to deal with more com¬ 
plicated eases where, for example, the player puts two spaces 
between the verb and Hie noun (Hie above routine would give 
an inaccurate result for NOUNS). Thus a better parser would 
examine every character of the Input string before allocating 
Hie characters to VERBS and NOUNS. The procedure can be 
quite slow in Atari Basie, and 'MetMan' uses a machine code 
routine to separate the verb and the noun. 

Playing time and program space are both shortened If all 
verbs and nouns are truncated to the first four letters, as 
mentioned previously, Two lines of code suffice first to pad out 
short strings to lour letters, and then to truncate longer 
strings to four letters: 

VERB$(LEN(VERBt)+1) = "": VERBS = 

VERB$(1,4) 

NQUN${LEN(NOUN$}+1) * : NOUNS - 

NOUN$(1,4) 

The parser has now managed to separate the player's com¬ 
mand Into a verb and a noun, both of four letters (including 
trailing spaces). These are now matched with a Vcrblist and 
with a Nounlist to find the appropriate 'Action Number’ and 
'Object Number'. 

VERB AND NOUN LISTS 

The next stage In the parser is to match the verb and noun 
against the legal lists for bnHi. These will be turned into 
numbers which provide a more convenient representation lor 
the action arid the object. 

At Initialisation, the adventure program will compile a string 
of verbs with associated "Action Numbers ", and a separate 
string of nouns with associated "Object Numbers". For exam¬ 
ple. the list of verbs might start off as: 

PUT 1 GET 2TAKE2EXAM3.... 

Note that each verb comprises four letters, padded out where 
necessary with spaces. The Action Numbers provide indices to 
a list of actions which the program will take. In this example, 
GET arid TAKE Eire deemed to have the same meaning with an 
Action Number of 2, 

A similar list provides an Object Number for the noun, If no 
match is obtained with the verb, the Action Number is zero; if 
no match Is obtained with the noun, the Object Number is 
zero. 

The 'Action Number' and ’Object Number' are subsequently 
used as Indices to find the appropriate action for the described 
object. For example, TAKE BOTTLE might give an Action Num¬ 
ber of 2 and an Object Number of 5. The program then 
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SOME PRINTERS CAN BE 
^■CHILD'S PLAY.. M 



Whatever computer you use, a 
toy town printer is going to 
make your printing look 
appalling however outstanding 
the content- To create the 
right impression and look 
professional you need a 
professional’s printer. 

NEC. It’s a name that 
most professionals rely 
on. Now they introduce 
two new printers, the 
Pinwriter P20 and P30, 
specifically designed for 
personal use* 

The 24’pi n printhead 
technology that NEC 
pioneered produces 
type quality of 
crisp, sharp 


it * - r 


f -A-. 






start of print positioning 
that personal use 
demands, allowing fine 
setting for each paper 
format. 

And there’s a choice of 
9 resident fonts from 
restigious Prestige Elite 
to classic Courier, 
including typeset look 
proportional spacing. 
Both the P20 and the 
P30 are compatible with 
virtually any software and 
both will operate in all major 
hardware environments from 
IBM PS/1 and Amstrad 2086 
machines through all the 100% 
PC compatibles 
to manufacturers 


...UNFORTUNATELY. 


daisy-wheel standard, but at 108 characters 
per second in high speed letter quality mode 
and 216 characters per second in draft mode. 

And the paper handling is superb. Built in 
push/pull tractors for perfect non-slip 
printing on continuous stationery; Mow tear 
off’ for paper conservation and perfect 
realignment; paper park facility eliminating 
messy unloading when printing single A4 
cut sheets. 

They’ve even thought about the variable 



such as Atari and Commodore. 
At only £299 recommended retail price for the 
P20 and £399 for the w r ide carriage P30* with so 
many professional office printer features, you 
might be forgiven for thinking rhat they would 
cost at least twice that. But then creating the right 
impression is what it is all about. 
For samples of the Pinwriter P2Q and P30 print 

quality and more 
information on the 
f f * ^ ^ printers either call us on 

. - D (081) 993 9831 or fill in and 

send the coupon, postage is paid* 


Please send me samples of the print quality and further details on the 

Both 


□ Pinwriter 
P20 


□ Pinwriter 
P.10 


NAME 


COMPANY ilF APPLteABI.E} 


ADDRESS 


POSTCODE 


TEI. 


NEC 

Computer 


Return to NEC Computer Peripherals, 

NEC (UK) Ltd., 

FREEPOST, NEC House, 1 Victoria Road, 
London W3 6BR r NAU/03 


I 

I 


IBM, Amitradi Atari ar.d ‘Commodore arc all scknowLcdged tradernerfcs- 
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executes the lines; 

GOSUB ACTION + (Action Number) * 10 

where the action for taking any object is described in blocks of 
up to ten lines. The Object Number serves as an Index to alter 
the contents of the arrays CON and HID, described previously . 

If the Action Number nr Object Number remains zero (no 
match found) after the lists have been searched, then an 
appropriate message should be given: 

f don't know how to VERBS something, 
f don't know what a NOUNS is , 

How can the VerbList and Noun] 1st be searched? Turbo Basic 
contains the INSTR command, which matches the occurrence 
□f any small string within a larger string. So we could write: 

X = INSTR(VERBLIST$, VERBS) 

AN - VERBLlST$(X+LEW(VE!RB$).X+LEN 
(VERBS)) 

(and similarly for the Object Number from the Nounlist). 

This provides a fast way of finding the Action Number and 
Objeci Number from Turbo Basic, However, Atari Basic lacks 
the INSTR command, and to mimic INSTR with Basic com 
manda makes for a very slow parser. 

The second alternative is to bludgeon the problem with the 
high speed of machine code, Ibis is the approach 1 have used 
with "MelMan”, with a routine which mimics the INSTR com 
maud, and which is much the most flexible solution lor general 
use. 

The third alternative is quite well suited to Basic, but does 
require a little thought-The Verblist and NounlisL are organ¬ 
ised alphabetically, and stored as DATA statements (instead of 
as one whole string) with one line of Basic DATA statements 
assigned Lo every letter of the alphabet.. Knowing the first letter 
of the verb and of the noun, the program searches only those 
DATA statements which have the same initial letter. 

For example, consider the statement EAT BUN. 'E' Is the llfth 
Idler of the alphabet , B is the second. If the Verblist snarls at 
line 10000, then all verbs starting with letter ’E' will be stored 
as DATA at line 10005, Thus the program has only Lo search 
line 10005 for a match. Similarly, it" the Noun list starts at line 
11000. the program has only to search line 11002 for a match 
with BUN. 

Tills method was illustrated In Peter Dean’s adventure 
"Klepht's Castle’, printed lo New Atari User. Issue 34, July 
1968 , 


COMPLEX PARSERS 

Sophisticated parsers, tor I hose still interested in them, re¬ 
quire more planning. Each of the many words of the input 
string is matched with the Verblist and NounlisL in that order. 
Any words riot matched at all arc simply Ignored. At the end of 
this process, the string should have been broken Into a series 
of commands: 

VERB! NOUN 1 VERB2 NOUN 2 VERB3 NO UN 3 .... 

Each sequence of VERB-NOUN will be Implemented separate 
ly, If a noun precedes its verb (counting in pairs from the 
beginning), or If a verb/noun has no matching noun/verb, 
then an error should he given at that point, after all preceding 
verb-noun combinations have been executed. 

For example, the input command; 

OPEN T1IE DOOR THEN KILL THE DRAGON AND TAKE 
THE TREWSURE (sic) 

will be evaluated as : 


OPEN DOOR (executed) 

KILL - DRAGON (executed) 

TAKE - ??? (no match in noun list, last line not executed). 

Note that If TREWSURE had been spelled TREASWRE, then 
the sentence would have been executed in full, since only the 
first lour letters are required of a noun [here TREASURE). 


MESSAGES 

Once again, a general method should be used to create 
messages. Programmers in machine code will be familiar with 
the technique. When a message is required to be printed, the 
appropriate "message number" (MESSNO) is used as an index 
to read the DATA, The Basie RESTORE command sets the line 
of DATA to be read, and a general routine prints the message. 

For example: 

(MESSAGELIST = 25000: MESSNG =10) 

RESTORE MESSAGE LI ST + WIESSNO 
READ MESSAGES: PRINT MESSAGES 
25010 DATA This is a message. 

THE MAIN ROUTINE 

The main routine of "MetMan", which loops continually until 
the adventure is completed or the player runs out of turns, 
looks like this: 

GOSUB INTRODUCTION 
GOSUB SETUP MACHINE-CODE ROUTINES 
GOSUB INITIALISATION 
100 GOSUB ROOM-SPECIFIC DATA 
GOSUB ROOM DESCRIPTION 
GOSUB ROOM CONTENTS 
GOSUB SHOW EXITS FROM ROOM 
GOSUB PARSER 
GOSUB MOVE PLAYER 
IF too-rnany-turns THEN EXIT 
ELSE GOTO 100 

(Note: the above is a stylised version of the actual code. Do not 
attempt to type it into your computer.) 

THE POP COMMAND 

Whenever a subroutine is entered, or a FOR-NEXT loop is 
executed, a Basic software stack Is loaded with the address to 
which the program must return. If the programmer Jumps out 
of a subroutine,, or out of a loop, then the stack will not be 
cleared of its last entry. 

This can cause a number of problems. FirstHy, the stack may 
overflow with uncleared entries, causing it to reset with unpre¬ 
dictable results. Secondly, subsequent RETURN or NEXT com¬ 
mands encountered may cause the wrong re-entry point lor 
the program to be taken from the Basie stack. 

The way to clear an unused stack entry in Basic is with the 
FOP command (see example given above). I have mentioned 
this since many programs listed in New Atari Llser do not 
appear to make use of this technique. 

Incidentally, It is very bad practice to jump out of a sub¬ 
routine even with a POP command, since you have to be very 
careful not to GOTO the middle of another subroutine with 
potentially disastrous results. Nevertheless, use of the QUIT 
option from "MetMan" Involves a jump out of a subroutine with 
a double POP command in order to illustrate the technique. 
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XL/XE ALIVE 


8-BIT ATARI SOFTWARE BY MAIL 


DISKS 


TAPES 


BALL BLAZER 

4.50 

ARKANOlD 

£99 

CRUMBLES CRISIS 

3.99 

AZTEC CHALLENGE 

1,99 

DOMAIN OF THE UNDE AD 

3,99 

THE TAIL OF BETA LYRAE 

2.50 

HOME FILING MANAGER 

2.99 

BMX SIMULATOR 

2.99 

INTERNATIONAL KARATE 

4.99 

COSMIC PIRATE 

2.99 

JUNO FIRST 

3.99 

CRYSTAL RAIDER 

1.99 

JEEPERS CREEPERS 

3.50 

DAYLIGHT ROBBERY 

1.99 

KICK OFF 

3.99 

DESPATCH RIDER 

1.99 

MAXWELL’S DEMON 

4.99 

DIZZY DICE 

2.50 

MERCENARY 

4,99 

EKCELSOR 

1.99 

O'REILLY’S MINE. 

4,99 

LAST VB 

2.99 

MY FIRST ALPHABET 

2.99 

NINJA 

2-75 

ONE ON ONE 

3.99 

ONE MAN AND HIS DROID 

L25 

QUASIMODO 

3.99 

HOGUE 

1.99 

SEA BANDIT 

4.99 

RED MAX 

2.99 

SUN STAR 

3.50 

SPACE LOBSTERS 

2.90 

SPIN DIZZY 

3.93 

SPOOKY CASTLE 

1.90 

VOODOO castle 

3-99 

S-WJLT, 

2.50 

VISICALC 

9.99 

THUNDERFOX 

3.00 

ROM CARTRIDGES 


DEFENDER 

6.50 

DESERT FALCON 

6.50 

EASTERN FRONT 

6.50 

FIGHT NIGHT 

6.50 

FOOD FIGHT 

6,50 

FS2 

19.99 

JOUST 

6.50 

KABOOM 

2.00 

MONSTER MAZE 

6,50 

PACMAN 

5,50 

PLATTER MANIA 

6.50 

PILOT PROGRAMMING 

11.99 

POLE POSITION 

6.50 

TENNIS 

6.50 


A/,4 AT MORE TITLES AVAILABLE SENDSAE FOR FUU, TRICK LIST 
XE CONSOLE 27,50 Various Second Hand hardware 


XL/XE ALIVE 

13, ST. MINES AVENUE, 5TANWELL, STAINES, MIDDX TW19 7RJ 

Tel. 0784 255894 


Gralin International ' 

L 1 . 1 Shillito Road, Parkstonc, Poole, Dorset BH12 2BN 


r m Scott Adam 


8-bit Books 


n 


Adventures 1-12 li Mapping The Atari: Revised Edition..£24.951 
[2 Disks.£14,95 

I For Atari Computers,.,.,.........£19.95 

Using N ewsroom .., P „ £19.95 


Special Offer 

Newsroom DTP 
Only £9.95 


US Doubler 
] 050 drive enhancement 


Parrot II Sound Digitiser_£49.95 


Atari 8-bit 1M Memory Upgrades 
i XL or XE version.£49.951 

£14.95 __J |_ requires memory chips 

[Graphic Transformer (D).£t9.95”|l Flight Simulator II I 

| Convetl& different graphic file formats il £19 95 

iMagniprim 11+ (D) ...,£24.95 = = = — — 

k= = = = = = = = = = = =ji Hardware Upgrade i 
[Printer Connection .. ,,,,.£29,95 I 3 with WP & eomms s/w 3 

Plug in and go parallel printer interface _il__£2 m _i 

Educational Cartridges I ^NTIC software, magazines and 
| Alf In The Color Cave s/Alphabet Zoo/ IL magazine disks still available 
Della Drawing/Facemaker/Fraclion ' " 

l Fevar/Granckria’s House/LinldTig Logic 

|_£lUa/£31.50 for3J£60 to6_| 

fSAMS Service Repair ManualTI 


Come and moel us at ihe 
34th Longleat Radio Rally 

30ih June 1991 


14G0/W8OQXUI3GXE........£24.95 ea | --7,^71 

[XEP 80_ .£39^.^] 

tvisicalc (D) ZZ.T£ 19 ^I 

|Superbase 123 (id)..£59.95 | 
I^BASTC Compiler (d) ...£6.99j 


P&P / Handling Charges 

£ 150 for order; less than £50.00 
ItEms marked \ £250 per item 
Overseas extra / Checks & POs only 
Send SSA E for catalogue 


SAVE/LOAD ROUTINES 

A useful feature of any adventure is the ability to SAVE a 
part-completed game - usually before attempting a highly 
hazardous attempt to waken a sleeping dragon! - and then to 
LOAD (or RESTORE) the game previously saved. 

Its principle, port-completed adventures can be saved to a 
cassette, a floppy disk or to a RAMdisk {130XE models only). 
Cassette saves are slow, but are naturally Indispensable to 
those who do not have disk drives. Saves to the RAMdisk are. 

In my opinion, undesirable since a SAVE command is a deli 
berate operation for which speed is not essential. Therefore the 
RAMdisk loses its only advantage over the normal disk drive, 
while retaining the disadvantage that an accident, such as an 
interruption to the power supply, will result in complete loss of 
the game which had been saved. 

It Is only necessary to save current data for the adventure In 
progress to a disk. It is certainly not necessary' to save the 
adventure itself! "MetMan" includes the save and toad facility, 

IN CONCLUSION 

This article concludes the basic (in both senses) programming 
techniques needed for an adventure. The article in the next 
issue of New ALari User will give Lire full Basic code for "Met¬ 
Man", and a fourth article will describe advanced programming 
techniques. 


SCOTT AO AMS 

ADVENTURES 

from PAGE 6 


PIRATE ADVENTURE 

"Y» liit Im ;uiiJ ;i hnLtle iti runt You'll meet up with the |:-irsilt- iiltd his daffy bird 
along n il hi runt vtruroge nights as yiw utieifipl Id fftffll jr«w I^Midon flat in Trnour* 
]■-.I; 111 hL. Can h4 ili recover Lung .lihliii Silver's lost treasures? Happy sailing matey, Scwll 
Adams Graphic Advtnlurr 42 brings yuu a superb Beginner's level ;id v eikture complete 
Will graphics and. ideal Far all ages 

THE COUNT 

When's the Iasi time ymi aw ike in an antique- bravs Ik-lH in a dank, desolate rustic',' IF 
yijur answer is ‘"iieM'r" yim’ve come In the right place! This marvellous Girthi-e 
Adventure will escort you into the weindling world iff a certain! well-known I ransylvanian 
cuunl, SfiOtt Adarrts Grapttlt Adventure #5 is a Moderate bevel adventure ideal for those 
who Il: ise had a little experience. 

VOODOO CASTLE 

The Count oF Minnie Cristo repose-, in -a ctiFlin in his mush castle, awaiting an able 
assist From uni Lv remove I he curse that Mink him to nun-life. Is he down for the Count 
for goad. or can you help? Gather your rabbit’s fuuland pre|wire to step through Ihe 
jHirlal of L-asllt! Pruitt Adams Graphic \d mii lure 4-1 is a MiuLerate level 

adventure ideal For Lhove who have bod a little experience. 

STRANGE ODYSSEY 

At the (ytaxy’s rim, there are rewa rds uplenh Ui be harvested I rum u long-dead alien 
dvafeutkin. Fubuluua treasures .„ advanced teehi»lo«les Mr beyond human lien ... All 
this and. more awaits the brave gulaetie Adventurer. Kill will vwi be -able tu rev over 
Ihe wealth jiimI return home? Prepare ynarseLF For a Strange Odyssey! Sv.uU Adams 
Graphic Adventure flii is a Moderate level adventure. 

DISK ONLY - JUST £7.95 each 

tinier FeOfil 

PAGE 6* RO. BOX 54. STAFFORD, ST 16 1DR 

Telephone 0785 213<>28 

Access, Visa or Swilcli orders welctline 
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XL/XE UTILITY 


PERSONAL 

AUTOBOOT 


D o you ever have occasion lo require a BASIC program 
to load and run automatically on boot-up? Would you 
tike the READY prompt to be replaced by your own 
message while the program Is loading? Would you like your 
disks to display some personal message while booting? This 
program will give your disks a little more llair - for a more 
professional appearance. 

The program is essentially in two pails, "["he first part Creates 
a message to be displayed while the disk is booting. When the 
computer boots from a disk, the data in sectors 1-3 Is read 
Into memory arid the acted on to activate the boot process. 
However, the information on sector 3 is not used, so this sector 
can be re-written for some user application, [such as our 
message]. Two pointers in sector 1 are changed to invoke the 
application. 'This is economical programming at. its best, as the 
application effectively uses no disk space! 

The second parL of the program rreates an AUTORUN,SYS file 
which will load and automatically run a BASIC program. An 
optional message is displayed while the program Is loading. 


TYPING IT IN 

Type in listing 1 and save it as AUTOLOAD.BAS. Check the 
listing with TYPO 3, as errors in entering the data statements 
will have unpredictable consequences. 

USING AUTOLOAD 

Run AUTOLOAD,BAS and you will see a brief explanation of 
what the program does, followed by a menu of two choices. 
Choose between (1) the boot-up message or (2) that message 
plus an AUTOBOOT BASIC program with a further (optional) 
message. 

After selecting from this menu, you will be prompted to insert 
the DOS 2 or 2,5 formatted disk, containing DOS-SYS, on 
which you intend to place your message. Note that the new 
AUTORUN.SYS will replace an AUTORUN,SYS which may 
already be on your disk. Press START when you have placed 
your disk in the drive. 

If you had chosen [1] from the menu, the screen will dear and 
you will be prompted to enter your text, Up to 36 diameters 
arc allowed and a template is provided for typing, as a guide to 
the length of your text.. Typing is in lower case, so press SI IIFT 
for upper case as required. You can cause a blank screen on 
boot up by simply pressing RETURN without typing any text. 
You will then be asked for the background screen colour. 
Valid entries are Q-15, and numbers outside this range are nut 
accepted. Then enter the background luminance; here 0-4 are 
die valid entries. You can experiment with different combina- 


Peter Kirton shows you 
how to create your own 
boot-up messages and 
autorun Basic programs 

tions of these two values to arrive at the screen colour which 
you find the most pleasing. 

After entering your text and colour choices, you will be kepi 
informed while the computer goes about adding changes to 
pointers in sector 1 and building a new sector 3, If you bad 
entered (1) at the earlier menu, the program will end at this 
point. When booting from this disk, your message will be 
displayed, centred on the screen, in your chosen screen colour. 
If you had chosen (2) from the earlier menu, alter the boot 
message set-up has completed, the screen will clear again. You 
will be prompted for the name of the BASIC program you wish 
to autoboot. Enter the full file name plus extender, but don't 
add the "D:" prefix (the program will remove it if you do). 

You will then be asked to input the text you wish to display 
while your program loads, Again, you are allowed up to 36 
characters and a template is provided as a guide. The text will 
be centred when it is displayed. Simply press RETURN if no 
text, is required. Hie computer will keep you Informed as the 
AUTORUN.SYS file is created and written to disk. 

All you have to do now is to ensure that your BASIC program 
is oil the disk to w T hieh you have just written your displays. 

Re-boot to see the effect. Notice that the computer no longer 
says "READY" when it obviously can't be due to program 
loading in progress. 

Acknoutled^etncfi ts; 

T7 ie? routine for autobooting a BASIC program is based on a 
program in ANALOG magazine (#30. Mag J9S5J, turttten by 
Civet Waiters. This routine prints "RUN D:PROGNAME,EXT' 
(where “PROGNAME.EXT r is replaced by your filename} on the 
screen, then puts the Atari into forced read mode to execute the 
command. These commands are not seen as the text luminance 
is set to the background luminance, The oripirtul program then 
replaced the "RUN DU with " LOADING" and reset the text lumi¬ 
nance so that "LOADING PROGNAME. EXT' could be seen. My 
modf/iendons afloui a neater (centred? and more ^flexible text 
display. 
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PERSONAL 


AUTOBOOI 



ex i rem ttmuNiiiiiiiiiiiLmumniiuimmuiMiuimium 


HNS 1264 



RA 2 REM S DESCRIPTIVE AUTOBOEJT « 


ES 330 FOR 1=1 TO LENCFNSt :PART2SCZ+I,2+1 



GE I REM tt by tt 


1=CHRSCASC(FN$(I,144~3Z3:NEXT I 



MM 4 HEM tt Peter Kirton tt 


Rft 335 FOR 1=1 TO 78iREAD A(PART3S(I,I)=C 



Ht 5 REM n — — ----—------- a 


HRS(A4iNEXT I 



HC G REM tt NEH ATARI USER - APRIL 1 91 tt 


RV 340 FOR 1=1 TO LEN(MESSAGES! 



Ft> 7 rem iHHiiiniiiiiiiiimtmfmiMiimtirmiiiimiiiititu 


Dll 345 ASCI = ASC (MESSAGES Cl, III 



NH 8 REM 


CC 350 PART3S C32 + I, 32 + IJ =CHItS CASCX-t32*t E 



TO 10 DIH B LtFFE R& (1281 , JSRDH5 £54 til , 


A5CI> 314 AND € ASCI<974 44 + (64*CASCI<321 



MESSAGESC3B3 


4 I 



YE 4.1 DIM PARTIS£503,PART2S£213,PftftT3$£70 


GS 355 NEXT I 



4 ( FN$tl5> , B$ £15) , AUTORUNS (ISO) 


FI 360 PART3SCll,±13=CHR$CCOLUMM) 



HP 15 BUFFEHStl3=" " ; BUFF E R$ C12B3 = *' 41 ; OUF 


CM 460 AUTONUMS-PARTIS; ALiTOftUNS CLEN (AUTOR 



FER#£24 =BUFFERS 


UMS4 + 14 =PART2S;AUTORUNSCLEN CAUTDRUNS4 + 



ME 20 GO SUB 1000 


14 =PART3S 



NR %% POKE 752*1;RESTORE 46 


UM 4B5 ? :? "Mriting the AUTORUN,SYS file 



OF 10 FOR K~1 TO 5;READ 0;JSRPHSCX,X3“CW» 


. 11 



$ EBJ :NEXT X 


DC 410 CLOSE ttl: OPEN HI ,8,0, "0 ± AUTDRUN , sv 



SO 40 DATA 104,32,83.228,96 


5" 



XF 45 COSUB 1250 i GOSiiB 1200 


EH 4?0 FOR 1=1 TO LEN CaiJTORUNS3 



(MJ 47 REM ;’>f! Kl'M-M+fld-* 0«iTT*lariI ■rm 


JC 430 P-ASCCAUTOROWiCl,I>) 





DL 440 PUT H1,P 



MZ 49 ? "N":? :? "Changing pointers in Se 


GE 459 NEXT I 



cter Hi," 


LH 460 CLOSE ttl 



I ft 50 ADDO=ADR(BUFFERS!;BUFHI=INT(ADDft/25 


VI 500 ? "V!? :? " Your disk now contai 



6) i BUFLO = ADD*»-tBUFHI*25&i 


ns an" 



YF BO DQB=7BB:POKE OCS+I , 1;POKE BCB+2,02s 


El 510 ? "AUTORUN.SYS file Which Will boo 



POKE PCB + 4 > BUFLO 3 POKE DCB+5,BUFHI 


t" 



OH 70 POKE DCB+2,82iPQKE DCB+10,1IPOKE DC 


EU 520 ■? F NS } 11 and will display" 



0+11,0:GOSUB 150 


VF 525 IF MESSAGES=" M THEN MESSAGE$="no 



OX 75 BUFFERS£8,BJ-CHRS£83:BUFFERSf9,93=C 


Message" :L=±S 



HRS£84!POKE DCB+2,07 


ZE 530 POSITION L*0:2 MESSAGES 



TP 8fl ? ; ? "Hriting the new Sector 


D2 S40 ? ;t "while " j FN£;** is leading, " 



DSUB 150 


OE 550 END 



HH 85 BUFFERS C13=" »•! BUFFERS C1281 =*■ "1BUF 





FERS £24-SUFFERS 


VS 1000 ? "N";? 17" This program will a 



BD 90 POKE DCB+10,3iPOKE DCB+11,6 


How gov to" 



BR 95 ? !? "Creating a new Sector B3." 


UE 1010 ? "display a message such as a di 



LN 100 RESTORE 1489:FOR 1=1 TO 70IREAD Ai 


Sk** 



BUFFERS(IJ-CHRSCA3tNEKT I 


Gl 1029 ? "title while the disk is hootin 



RQ ±00 BUFFERS CLEtt lOUFFER£4+4-4 =M£S5AGE$ !B 


3 ■ It" 



OFFERS CLEN CBUFFERS4 +U-CHRS C1553 


NT 1030 7 "gives you the opporfufii ty to" 



Ufl 110 BUFFERS (24,244= CHRS CLEN(MESSAGES!4 


OH 1040 7 "personalise yovr disks," 



IIO 112 P=40-LEN(MESSAGES) ;P=INTtP/2J 4BUFF 


BS 1959 ? :? " An extra option allows yo 



ERS OB , 384 =CHR£ EP4 


u to" 



YE 115 BUFFERS (29,294 =CHOSICDLQUR4 


VG 1064 ? "AUTOBOOT a BASIC program, and 



AK 120 ? :? "Mriting the new Sector »3," 


to have" 



FO 140 GO 500 ISO;GOTO 170 


JL 1S7B ? "a second message, for example. 



BU ISO D=USR CADR (JSRDHS4 4 


II 



ZW 155 RETURN 


U Z 10BO 7 "'Loading Program Namedi 



JT 170 POKE 752,1 


splayed" 



TE 160 ? "N"; ? : ? ;? i? " Modified 


de 1090 ? "while the program is loading." 



tion comp let e" 


HA 1109 ? :? i? " Your choices are;-" 



LL 182 ? ; ? i? 11 Disk Will bdfit U 


EC 1110 ? i? " l. Message on boot-up 



ith " 


on l y" 



KM 103 POSITION 19- IIHTCLEN(MESSAGE$4/244 


YQ 1120 ? " 2. Autoboot BASIC progra 



,9;? CURSE343j MESSAGES;CHRS(344 


m" 



CM 104 t s? ■* displayed" 


D5 1130 POSITION 10,21i? "Enter choice.. 



YT 185 ? I? SPOKE 752,0 


1INPUT CHOICE 



LLI 190 IF CHOIC E — 1 THEN END 


ZH 1140 IF CmJlCE{0 OR CH0ICE>2 THEN 2 CM 



GO 195 POKE 752,1:POKE 754,255 


RD(2534:GOTO 1130 



£5 195 POSITION 2,23! 2 1 W^£K£PW£Ui>.B 


09 1150 RETURN 





HH £199 REM 1=Mii^M-TlrLELIJI1 



Ot 197 IF PEEK C 76 44=255 THEN 197 


HA 1200 ? "H‘iPOSlfIOH 12, IS? 1 f LI if 



XX 190 POKE 764,255 


EMHSS3 11 



RT ZOO GOSUB 1300 


ID 1201 POSITION 2,7!? "Enter your ntssag 





e £36 chars max) 11 : POKE 792,0 



ea zee ? ;? "Generating autorun.SYS fi 


XR 1202 POSITION 2,10:? " 



1 e . - , ■* 


,p t bfh 3 6 underline 



HD 300 RESTORE 1500 


s 



IA 305 FOR 1 = 1 TO SOlffEAD A:PARTIS(I,13=C 


tz 1205 POSITION 1.10LINPUT MESSAGES!POKE 



HRS CA4 !NEXT I 


702,64 



DQ 310 PARTIS CIO,104-CHRSC32 + LUM4 


LO 1219 FOR 1=1 TO LEN(MESSAGES)IIF MESSA 



LW 320 PART2Sa>=DHRSC04!PAP?2S1214=CHRSC 


GESCl,I)="_" THEN POP tMESSAGEt=MESSAG 



04 !PAR T 2 SC24-PAHT2S 


ES£1,1-13:GOTO 1220 



ZH 325 PART2S(1,14=CHRS£361iPftBTZSCZ,24 -C 







continued 


_ - _ 

___ 
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PERSONAL 

AUTOBOOT 


Ffl ±2±5 NEftT I 

BK 1220 POSITION 1,13:? -Enter screen col 
our tO to IS.}”! INPUT COLOUR 
UP 1225 IF COLOUR <0 Oft C0L0UB>15 THEM ? E 
HRS <2531 I GOTO ±220 

PM ±230 POSITION i.ts:'* "Enter screen 1 urt 
1 nance tO to 41": INPUT i-UM 
OK ±235 IE LUM<6 Oft LUM>4 THEft f CHR?t2S3 
? ; GOTO ±230 

ZG 1240 COLOURS COLOUR#16 +LUM 
BJ 1245 RETURW 

BH 1249 REM i J tkl'MI lifrd UK- I 

HP 1250 POKE 752,11? "ft" J ? t? !? T"? " IH 

5EftT FORMATTED DI5K 1M PRIME 1" 

EB ±25P ? s ? ** Press Wlkjfffi when ready 

((« 1265 IF PEE* 1532733 06 THEM ±265 
ttU 1270 POKE 752,*1RETURN 
iz ±2^3 ftc« 

o _ _ 

rn ±3o& ? ■■6"i positiom 4,1s-* >‘aSBCnniIilily 
HI ±305 PO5ITI0M ±0,2:? 

£ICT" 

FT 13±* ? s? :? "'Enter name of BA5IC prog 
ram to" 

EG 1315 7 "AUTO&OOT.... 11 f ! POKE 752,0 5 IMP 

UT FHS 

LH 13 20 TOR X-± TO 3:TF FMS tl, 13 ! 11 THEM 

FW$=FN$CI+±,LENCFH£J1 5 POP : NEXT I 
RK 1325 ©£="D!"!OS 13 3 =FM$ 

uc 1330 ? j? :? "Enter Message to display 

while" _ 

FU 1332 7 +t loading "; FK$ t ? J? ">iaaiyiy^ i 
t no Message" 

MU 1335 POKE 702,0 

1_E ±340 7 f? "---—-—- 


and disp 1 a 


":REM 36 underlines 


BH 1345 POSITION ±j±4JlMPUT MESSAGE55POKE 
7*2,64 

HC 1347 IF MESSAGESC±,±J=**-"■ THEM MESSAGE 
"SGOTO ±36# 

EO ±350 FOR 1 = 1 TO LEM EMESSftGE^l:IF MESSA 
THEM POP S MESSAGE5SAG 
tf(±,I"l)!MTO 13E60 
GE 1355 NEXT I 

AR ±360 L^LEMtMESS*GES7:L-IHT(I4S-L1/2J 
K¥ ±365 C0LWMH-120+L 

BA ±370 RETURN_ 

BN ±399 hem 

MS ±400 DATA 162,O* 469,±±,±57,66 * 3,±65,70 
,157,68,3,165,0,157,69,3,165,# 

HH 14±0 BATA ±57,73,3,169,31,157,72,3,159 
,0,141,196,2,169,10,133,04 
111 ±420 ORTA 169 * 5,133,05, ±69* Ip 141,240,2 
,32,06* 22#,16#, 0,133,#4,169.0.141,24G, 
2,169,20 

TO 1430 BATA ±41,7,7,169,7,141,8,7,76*20, 

7 

FP ±499 HEM HU--- 

*fT 1500 DATA 255,250,0,6,136,6,160,150,16 
2,32,142,197,2,±42,23,208,142 
JE 1510 DATA 240,2,189,20,0,145,08,136,2# 
2,±6,247,169,13,141,74,3,96 
AH 1520 DATA 56,29,53,51,50,8,17,22,16,1? 
,9,26,50,53,46,2 

UM ±530 DATA 194 , ±41 , 65 , O,±60,170 , 145 ,#0, 
±00,±92,129,144,4,109 
VL 1540 DATA 97,6,232,192,158,200,241,169 
,12,141.74,3,169,10,141*197,2,96 

KH 1550 DATA 0 ,0, 0 ,0,0,0,##0 t * * 0 * 0 * 0 ■ 0 - 9 * 

0 J 0,a,o,0,0,0.#,D,0*0 J '0' a >®'* > * & * e 

Itj ±560 DATA 0,0,0,0,0,0,0,0,0,226,7,227, 

2 ,0,6 < 


WARGAMES 




Michael Ingham tries 
hisjirst sea hattle and 
discovers it is not as 
easy as it seems 


T he complete simulation of World War (/World War II 

surface battles in die Atlantic is the claim on the cover 
of Battlecruiser, the companion to Warship which 
deals with WW1I surface battles in the Pacific. Neither includes 
submarines or alrcraR which docs put a limit on the degree of 
historical accuracy in WWH when few naval encounters were 
not influenced by aircraft, land-based or carrier-borne. 

Here 1 must confess that my wargaming experience, tabletop, 
board game and computer, has been entirely on dry land ex¬ 
cept for Silent Service, so I waded through the 32 page manual 
and was rather puzzled. I had noticed that the player options 
include the computer playing both sides, so 1 loaded the WWII 
disk, picked one of the scenarios and set a long delay length as 
previous experience of SSI games had shown that otherwise 
text messages flash by too quickly in art unfamiliar game. Then 
I set the computer to play itself, sat back to watch - and ended 
up completely baffled. 

FIRST ORDERS 

What 1 saw was something like this. At first, nothing much 
seemed to be going on; the cursor would periodically run along 
a line of rather blobby ’ ships : while a text message "ORDERS 
........[Oj" appeared at die bottom of the map. Eventually, 

another message "Enemy ships in sight and then Lhing.^ 
started to happen; the cursor jumped about all over the plate 
sometimes on a white blob, sorry ship, sometimes on ri blue, 
ore. Meanwhile, messages similar to the following, quoted 
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from the manual, would appear: 

BB underJire from 16/45 guns 
Accuracy: 1/38 Pen 20 2 
Belt hit* 

Primary turrei hit 

This ts interpreted as "the ship under the cursor is a battle 
ship under fire from a turrei of 16/45 guns, each shell has a I 
in 38 chance of a hit. the shells have a horizon Lai penetration 
capability of 20 and a vertical one of 2, The ship firing has 
secured two hits, the first penetrating the belt armour Indi¬ 
cated by the ", while the second bounced off the armour of a 
main turret- 

This sort of thing continued for quite a while with varied 
messages including torpedo attacks and a couple of "CL 
sinks '; then GAME OVER and a score sheet of losses and 
damage, and finally a points total for each side. 

CALL THE EXPERTS! 

IL took a chat with an enthusiast of naval table Lop games plus 
the invaluable help of'The Electronic Battlefield", in which one 
of the best chapters works through the early stages of one of 
the WW [ scenarios, before I appreciated what Battlecruiser 
really can do and what the snags really are. 

First the good points, the package does enable you to con¬ 
struct a very wide variety of simulations of the kind played on 
a tabletop with model ships - without the need of a real 
armada of models {expensive, and all that painting!), without 
the paraphernalia of rulers, dividers, dice,etc.,- and without 
the need for two other people of like interest, one opponent and 
one umpire, who have the same evening free. 

The battle area can be open sea or can have coastal strips 
and/or islands. Different kinds of engagement are possible; 
Axis or Allied Transport, a convoy action In which the aim of 
one side is io gel their merchant ships safely off the approprl 
ate edge of the map: Axis or Allied Bombardment in which one 
side scores points by getting combat ships off the correct map 
edge and Battleline where the points come from sinking or 
damaging opposing ships. Note that in WWI the German Navy 
is called Axis and the Royal Navy Allied; In WWII German or 
Italian ships are available in one side and British or French 
ships to the other. 

Either a computer selected fleet can be used or you can pick 
your own of up to twenty ships. It is riot a limitless choice 
though, every ship "costs" a certain number of selection points 
of which you have a limited budget set by the type of game and 
the handicap level chosen; obviously, a powerful battleship 
"costs" many more points than a destroyer. The date, which 
you can set, also limits choice as ships are not available before 
they came Into service historically. Ships can be modified and 
renamed, so that if you have, for example, Janes Fighting 
Ships of World War II to hand, your fleet can be highly 
accurate. 


When the fleets have been deployed, orders can be given to 
individual ships or ships can be grouped in divisions and 
orders given to a whole division. The computer then takes over 
the tedious pari of tabletop bn tiles doing I he calculations of 
rate of movement, rates of turn when a change of course is 
ordered, and the even lengthier process of what happens when 
a salvo is lired. which normally needs much dice throwing and 
consultation of tables. The battle can be paused every two 
minutes of game time to allow examination of the condition of 
your ships and to issue fresh orders If required. 

SNAGS? 

Looks fine, so what are the snags? The first minor one is that 
it is assumed that the playerfs) have some Idea of how different 
kinds of warship were, or should have been, handled i.e. where 
do you put battleships, cruisers,etc, in relation Lo one another. 
A couple of pages in the manual on naval tactics would not 
have gone amiss. 

The second and major snag is what caused my initial mystifi¬ 
cation and comes from the relationship of the gun ranges 
involved to the Si?,e of the screen display. The battle area is a 
60 x r 60 grid, each square being 1000 yards across; the Screen 
display is a 20 x 10 section of Lhc grid. Battleships carried 
guns with ranges of 40,000 yds, and though engagement at 
extreme range was uncommon because it was inaccurate, 
opening fire at ranges of 20,000 - 15,000 yards did happen in 
fact and does happen in the simulation. This means I bat the 
ship firing at one of yours can be two screens away. Add to this 
ihe fact thal. a large battleliric scenario can end up spread over 
different parLs of the map, it will be seen that trying to make 
out what is going on through the small screen window can be a 
bit difficult. One possibility Is to make a 60 x 60 Iwiard on a 
piece of card and use counters, card cut outs or even very- 
small ship models to mark positions. The basic simulation is, 1 
think, good enough to warrant the trouble if you have any 
interest in naval history iri the world wars. 

As a footnote the tabletop enthusiast mentioned above was 
sufficiently impressed that he bought a computer just to have 
Battlecruiser and Warship available. 

BATTLECRUISER, along with seecraf other wargames , is avail 
able from Miles Belter Software who kindly supplied the review 
copy. 

BATTLECRUISER 

Publisher; SSI 
Price: £16.95 

Avgilaible from Miles Better Software 
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EASTER BONANZA 



The Easter bunny will be here in 
about a week bearing stonking 
(where have I heard that 
phrase before?} great quanti¬ 
ties of lovely chocolate and 
making people feel bloated 
and , in many young (and not 
so young) cases, sick before 
noon. 

Welt l can t promise that I'll actually 
wear a fluffy while bunny costume while writing 
this issue but what l do promise is that The Living 
Daylights tips that were mentioned last issue will 


appear this timefhonesi!) Getting on with the 
serious stuff we have a good mix of Ups which 
include some for a golden oldie such as Spy Hunter 
and the solution of Stranded. So lets dive in and 
see what this six foot bunny’s brought you. 


AUSSIE MEDIATOR 

From 12,000 milea away conies the answer to a question set 
way back in November 3 987. Chris Day of Isaacs, Australia 
replies to this question by giving the solution to stage three of 
Mediator. After you have the hammer bang on the xylophone 
until the aliens disintegrate. If the bird comes to steal your 
hammer then bang on the highest note and the bird will fly 
back. 



Robert Barter of Wimborne in Dorset {have you ever rnet Colin 
Hunt?) brings a brace of tips for Mad Jax and Bounty Bob Strikes 
Back, If when you get near to NEARING CITY in Mad Jax push up 
immediately on the joystick and your car will go straight through the 
wall and onto the next stage. For Bounty Bob'ers if you, immediately 
after picking up the flower pot on level 1 immediately press 1 and 
START both together you will warp to level 4. On level 5 immediately 
after picking up the coffee pot hold down 8 and START and you will 
warp to level fl. 




For the budding Gazza's and Lineker's and imperso¬ 
nators of '‘Universal Exports" most well known 'sales 
person' alike, Daniel Knowles of Kingston brings you 
lips for World Soccer and The Living Daylights. 

First off we have a way to cheat the soccer pundits in 
WORLD SOCCER by turning off Joss MacDonald 
and just keep hitting the play button. Do this for 2 or 3 
seasons then SAVE. When you play most of your men will 
have increased significantly. 

The Living Daylights are no more a problem 
thanks again to Daniel as he gives us the way to gain your 
"00" prefix. 

Level 1: Mot available 
Level 2: Night Sights 
Level 3: Hard Hat 
Level 4: Bazooka 
Level 5: Nothing much 
Level 6: Mot available 
Level 7: Bazooka 
Level 8: Ghetto Blaster 

Level 1: Just push the joystick up and right and hold it there. 
When you reach the point where you can no longer run, 
move the sights to the bottom of the screen, change your 
weapon and shoot the KGB man, 

Level 2 and 3: Just activate your special weapon and keep 
running and jumping. DO NOT STOP TO SHOOT, 

Level 4: Activate your special weapon and first move your 
sights to roughly where the milkman is and keep tapping the 
joystick until you find him. Then shoot the helicopter and 
immediately run to the end. 

Level 5: Move your sights over the source of the balloons 
and hold down fire. 

Level 6: DOESN’T EXIST FOR SOME UNEXPLAINED 
REASON!! 

Level 7: As level 4 

Level 8: Turn on your special weapon, run a few steps, turn 
it off and then run to the end. Bradd Whitaker will be standing 
there, shoot him and you have completed the game. 
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Never be lost in The Valley again because Matthew 
Graham of Leigh-on-Sea brings help to this game. 
As this, game is a CiOAD load game load It up and 
then edit line 1390 so that E=50QQ. This enables 
you to cast 3 spells, when your Pal is at or over 49. 
You could normally only cast one spell but this 
allows you to cast three spells. 
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Now alt the way from Sweden comes some help for Internaticiiia] 
Karate courtesy of Tobias Joborn of Upplands Vasbv and so here 
are how many points are needed for each belt:* 


Yellow belt; 6,000 pts. 
Green belt: 12,000 pts. 
Purple belt: 18,000 pts, 
Brown belt: 26,000 pts. 
Black belt: 40,000 pts. 


When you get to the tricky bit of jumping and ducking those 
nasty revolving thingiea coming at you it is surprisingly easy if 
you know bow. If you are the white player the combination of 
incoming missiles are:- 


RIGHT- RIGHT-LEFT-RIGHT-LE FT- LEFT-RIGHT-LEFT 
If you are the red player all the directions are reversed. 


ONE MAN AND HIS DROID 


D- Murphy of Maghufl Merseyside has been busy with his code 
breaking equipment, so much so that the M.G.D. has slopped 
a notional security order on him, but he did manage to 
smuggle us the complete passwords to One Man and his 
Droid. So under extreme secrecy here they are:- 


1. NOT AVAILABLE 

2. BUBBLE 

3. ATARI 

4. FINDERS 

5. GENETIC 

6. ZAPPED 

7. MEGA-SONIC 
&. TIME WARP 

9. ECTOPLASM 

10, GORGEOUS 


11. SEASIDE 
12 GIZMO 

13. KING KONG 

14. HOLOGRAM 

15. CURRY RICE 

16. COFFEE 

17. CASSETTE 

18. TELESCOPE 

19. COMPUTER 

20. EDACRAEDA 


STRANDED SOLUTION 

From the home of what are considered great football teams (I 
can't comment that much as fm a rugby man myself) comes the 
solution to STRANDED supplied by Richard Humphreys of 
Merseyside a long time ago. (see we hadn't forgotten you Rich). 

As always the solution is written backwards so that DEEF 
LIBREG = FEED GERBIL 

W-TEG LEUF-N-D-W-N-BMILC EERT-TEG 
ETUHCARAP-D-S-S-E-U-U-S-PMUJ-TEG RESAL- 
PMUJ-S-E-N-TEG KCIPKCOL-N-W-D-S-TOOHS 
TOSOR-OC KCOLRIA-KCIP KCOL-PORD LEUF- 
LLUP REVEL-N-W-N-W-N-KCIP KCOL-E-E-TEG 
TIUS-W-W-S-S-E-S-E-E-E-N-W-W- S-S-TEG LAT- 
SYRC-N-N-W-W-W-N-KCIP KCOL-N-PORD LAT- 
SYRC-HSUP DER-S-E-S-S-TEG YEK-N-N-E-N-HSUP 
ETIHW-S-S-KCOLNU ROOD ....{emoh teews emoh). 

Simple huh? Well not every thing in life is as difficult as trying 
to predict when the England cricket team are going to win a 
Test match! 


STJ HmfTlX 

From Yasser Nabi of Leigh-on-Sea comes a hint 
for Spy Hunter, When you si art off, if you go right 
so that you’re car is off the road and fn the trees 
on the edge then you can stay like this for ever 
without being killed, it docs work because Yasser 
stayed like it for two hours and then got bored 
and had to turn the computer off. How can you 
get bored of Spy Hunter? It's a brilliant game! 


THE ZETA BOMB 

EXPOSE ON A DISK BONUS 

Now th # time cind place for a complete expose on the New Atari User Disk Bonus game of Issue 47, namely 
The Zeta Bomb, by Benjamin Arnold of Elstree r so hold your breath, grab hold of the trigger and here we go. 

The cheat mode is activated by holding down S'TART. SELECT and OPTION together which pauses the game . Thet 7 
simply press the START key to release pause and. you will be able to fly through anything and your fuel will JUl 
up automatically when it runs out If you Leant to turn off this mode then it. can be switched off with the same 
procedure. 

When you have to kill the monster, you have to shoot all the teeth in his mouth and also his eye at the top. If 
the cheat mode is off,, then all. of the 'Ifish" that come out wilt drain your energy so be careful. 

Finally, when you come to the bomb at the end , you will see tile letters "DEFUSE IT' on the side (in the playing 
area} at id DEFUSE IT WITH ABC" at the bottom. Shoot the fetters in the alphabetical,order of "D E E F I S T U". 
Finally one last hint. When you hone shot all the letters in the right order, the amount of fuel that you have remaining 
is added to your score Therefore to get a maximum score, with the cheat mode on. shoot all of the letters apart 
Jrom the U arid then wait until your fuel has run down and then returned to its maximum and then shoot the U 
and it will make an enormous score possible. With this method Ben has said that, he has managed scores in excess 
of 210000, 
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QUICK E’s 

A nice easy one from Justin Kavanagh ot Ki I Cooke, 
Co. Wicklow. To kill the Evil Ninja's in Mastertronic’s 
NINJA use low kicks as otherwise they will use their 
swords. Cold steel and squidgy flesh makes an awful 
mess so be careful!! 

David Knapman of Fareham says that if you are fed 
up of having to wait for Gordon to fetch his mower in 
MOWER BOVVER then press fire and he runs 

to get it. 

Sprinting in from lan Barlow of Stockton-on-lhe-Forest 
is a tip concerning DECATHLON from Firebird. 
On the pole vault ignore the Instructions and do this 
instead. Run to the pit, press fire and hold it down then 
when you are at the top. let go. Not quite Sergey 
Bubka but you know what i mean. 



MOLECULE MAN 



How do you get to the restricted levels in Zybcx? Well 
here’s the answer, courtesy of Thomas and James Barlow ot 
Maidstone, (I’ll .see you get a badge each) You must get all 
11 crystals, yes thats write all 11 before you can enter any 
qf them which is not what the instructions say . 

level 13 PYRIX Each of these levels are 
revealed one at a 

time after 8 tokens are gained bur are not 
accessible until you have all 11 tokens. 

Level 14 ZELAX 
Level 15 CYRUX 
Level 16 ZYBEX 




i\yi 


Finally la Ore answer to a problem set back 
in Issue 46 "What do you do in ET Phone 
Homer' Well here's the answer and you 
have to thank James Gardiner of Living¬ 
ston. You have to collect tire 4 items and 
return to vour house. Then, .guide £. J. to the 
clearing in the woods and stand on the green cube and press 
fire to summon your space ship and there you have il! 


HELP WANTED 


Back in issue 47 Rob Davidson cried out for help on Molecule 
Man and it lias been answered by someone who hasn’t given 
their name or address [I don't bite, honest. V ou can send your 
nam e in, your life isn't in danger!] but it’s still very helpful so it 
you want a badge then send in your name and address to the 
usual address and tell us what cither tips you sent and you'll 
get your badge. But now on with the help. 

The idea of the game is that you are molecule mail and you 
walk around corridors. When you find a coin (a small round 
thing) press P to pick it up. Scattered around are boxes and it 
you look you will see that some have a bottle ol pills on the 
side and some have a bomb. Buy which ever you need. The 
aim ol the gpme is to collect those big round things that me 
often In places that, you can't reach and this Is when you need 
the bomb. Simply walk up to the wall which you need to go 
through and press X. It will disappear and you can now pick 
up the thing by pressing P, 


AND THE WINNER IS ... 

_ _ 


TOP TIPPER of the month is Benjamin Arnold who 
receives the ELECTRONIC BACKGAMMON SET (if 
i/ou can't play ft Ben, you can always donate it to 
the Editor uiho got quite hooked on itl) 

This Issue's prize is ajFabulous DESKTOP HOLO¬ 
GRAM that you can astound your/nends 
with. Just prop it on your desk and be amazed at 
the effect. Comes complete icith its own light for 
best uieuuny. 

To toin this/ahulaus prize however you haue to 
send in TIPS, HUNTS, or MAPS and you Have to 
send them in NOW, DO IT! 


This Issue sees only one call for help which 1 can answer 
straight away and that is from David Knap man who wants 
help with Cloak of Death, well look in the Tipster columns ol 
Issue s 3b and 39 as it has all the help you could ever need. 

You can still get back issues of these and at very good prices. 
Details are elsewhere in this issue. 

Has anyone completed any of the Level 9 adventures (you 
know the ones RED MOON. PRICE OF MAJTK and 
EORDS OF TIME) or any similar type of adventures? If 
you have send It. in and revel in the glory of being one of the 
ones who have finished the quest. 

Unfortunately that's all we have time for this issue, anyway 
my lingers hurt and 1 need a lie down in a dark quiet room. 

Hits issue saw three small hints called QUICK E's (meaning 
Quick and Easy) which I would like to include several of in 
each issue and for this I need your little hint and tips, so send 
them to the address below and earn yourself an exclusive [and 
much sought after) Tipster badge. 

Until we meet again adventurer, keep your broadsword well 
honed, vour laser rifle well charged and your joystick well worn 

out! 

Send all your cheats, tips and hints to: 
THE TIPSTER 
NEW ATARI USER 
P.O. BOX 54 
STAFFORD 
ST16 1DR 
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for Atari 8-bit spares and repairs 


HARDWARE M SOFTWARE 


ATARI 850 INTERFACE £40 

1010 DATA RECORDER £15 

ATARI PRO-LINE JOYSTICK £6 
MD3 CENTRONICS INTERFACE £34 


HIGH SPEED CONVERSION KITS FOR 
XC12 and 1010 RECORDERS PiC 

Reduce tape loading time by 600% » • ^ 


ITS SHOW TIME AGAIN 

So come on down foT the 
latest 8-bit Atari specials. At the 
Centre of England Radio Rally 
Easter Sunday 31st March at The 
national! Motorcycle Museum near 
the NEC - Junction 6 off the M42 
10.30am to 5.00pm 


SHOW OFFERS - AS SEEN 


COMPUTERS FROM £5 - PRINTERS FROM £3 
- BASIC COMPILER DISK £3.50 - OSS BASIC 
XL CARTRIDGE £15 - UNBOXED ROMS 
FROM £1 - BOX DAMAGED SOFTWARE 
FROM £1 - UNBOXED COMPILATION TAPES 
25p each. ALSO PLENTY OF COMPUTER 
PCB's and KEYBOARDS FOR SPARES 


Vislcalc - The top Atari disk, based spreadsheet; 

Camplate with FREE Demo Disk 

At&riWrifsr Plus disk, based Word Processor 
With Spellchecker 

Technical our Dream Disk - The Ultimate 256 colour art package 
Master Type (ROM) America's lslm.1 educational program makes 
learning! keyboard skills fun 

Mercerary Compilation disk: Escape From Targ/Thg Second City 
Smash Hits VcL 7 disk: Alley CabColOSSuS Chess/Eleckaglide/Blue Max 
Movie Maker (Disk) 

Inllllrator (Disk) 

Spy us, Spy The Trilogy Disk: Once voted the best two player game ever 
features spy vs. Spy: The Island Caper: Arctic Antics 

Maxwell s Demon & Memory Mania (Disk): Two puzzles for the price of one, 
Several levels of difficulty. Suitable lor all ages 
Lancelot (Disk) T&xL adventure irom Level 9 
Rosen s Brigade (Disk 5 Tape pack) 

Temple of Apshai Trilogy: 3 adventures on one disk ■ 12 levels,.BBS rooms, 
37 monsters 

Hardball (ROM) American baseball 
Arc bon (ROM) 


£10 

£12 
£ 5.00 
£ 5.00 

£ 5.00 
£ 5.00 
£ 8.95 
£ 12.50 
£ 5.50 

£ 4.00 

£ 5.00 
£ 2.50 
£ 3.00 

£ 5-00 
£ 5.00 


NOW A VAILABLE FOR TAPE USERS: Word Processing in High Speed format fH £ 
- main program loads in 58 seconds * sa^es and retrieves also in high speed *•' * 
XC12 or IQfO Data Recorders ready fitted with High Speed Conversion £36 


HS DEREK FERN 021 353 5730 



THE NEW DISK MAGAZINE 

EXCEL 

IS OUT NOW FOR YOUR ATARI 

If you like top quality games, utilities, demos, music & graphics then you are going to love EXCEL 

EXCEL #/ (March/April 1991) comes on a double sided , single density disk priced £3*95 

and is available from 

EXCEL, 22 LEWIS WYND, BROOMLANDS, IRVINE, STRATHCLYDE, KA111HL 

Please make cheques/postal orders payable to R. Stuart 
Allow 14 days for delivery 

GIVE YOUR ATARI A TREAT AND BUY EXCEL! 
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U/XE TYPE-IN 


EH 1 REM 


KF 

HC 


HI B fiOR TILE » 

by « 

Hark Connolly *t 

91 ft 


OU 2 HEN a 
GE I ft cm a 

« ftEM a 
5 REM a 

HC 6 REM ft HEW ATARI USER - APRIL 
FO 7 HEM 

NN 6 REM 


IMTTIflLISC 5TR1HG5 


GK 45 REM _ 

ftj 59 PIN CHStBZl,BIT$(±271,CH0S£27J ( CHKS 
£25 5,H* (101 

05 65 HEN H M MBMKmnil i JOOnffWMfMPMimnOiMl W 1 
Kj GO Rtn cri£:An MC string «std to s#t up 
a rindon word selection 
CO 65 HEM BITS INC string used ta work oat 
which bits in the B lotns of a letter 
that are turned on 
tu 70 hem and then plots the* 
ul 75 reh GH0S; me string Mixes up the ie 
tiers in the words chosen by the pi aye 
r and places then 

hj bo REM in locns S664-S6C7..The Players 
chosen words are between S68# & $663 
EH 05 REM CHICS; MC string checks to see i 
f t*th grid are the sane 
TH 50 REM H $' dUMwy text string used to i 
npgt individual words 
AH 55 REM W W i fW N J i MMM W WXKKkl i mC i f WN RM l CKWWm 

eQ 100 hem 

8E 105 GRAPHICS *15ETC0L0R 2 , 0 ,0f5ETCOLQR 
l^lftlPOKE a2,B;P0K€ 752 f Ii? CHS* £12: 
61 ; 

T8 110 7 "Loading oataj Please Hai t ■■■■”i 
CM 115 HEM 


Load data for randon word 


m 


VJ It* READ Pi IF D = -l THEN 135 
TO 125 CHS (LEmCH$S til = CHft$ £P3 
MI 136 GOTO 120 

HZ 135 CH05=CHft$£104J^CH05fi EMCCH051+1I=C 

B$ £57,825 _ 

Kd 140 REM 

I4K 143 REAP D : IF 0-~1 THEN 16« 

IP 150 BITS (LEH(BIT*> 413=CWR*£D3 
OF 155 GOTO 145 

Xtt 160 READ 0 3 IF D=-I THEN 178 

PK 1*5 CH*S£LEM(GHK$3+11=CH0$£P3:GOTO 160 

RA 176 HEM | , 

HI 168 0IT = ADRtBITSl : Pft-ADR t*HSJ sCftO^ADRC 
CHOSl 

OF 185 OPEN SI, *, B,"*K 3 " 

00 150 7 tHRJS £1253 ! "input degree of dif*i 
c ulty <l-9> "i 

YV 1^5 GET SI , D :0'=P-#7 i DD“D»P : 00=0-1 
51 200 IF D>-2 AMD D<-1# THEM 210 
HZ 205 GOTO 19S ^ 

PC 21# KB=DBiGBSUB 265: ? 3? J f I M I=I«1 

m " 

JL 215 7 "C0] ftandbM "ill Players Cho 

ice" 

DO 220 GET ttl,C;e=C-46 

MI 225 IF e<>0 AMP COl THEM 220 

CH 236 KB^ + 128 ! POSITION 1,2 + 0:605118 25^ 

JP 235 POSITION 0,4 

CL 240 7 t? "ittEHsm.xssnEB 1 ' 

YJ 245 ? "[03 Joystick":? "EH Keyboard"* 
Ml 250 GET SI , HEV ! KEY=KEY-48 i IF KEV<0 Oft 
‘ KEY>1 THEM 256 

BO 255 Ktt-KEY+IZB:POSITION 1,KEY+63GD6UB 
265 

PH 250 GOTO 200 
RN 265 KB—XB+4B 
EF 270 ? CHR$ IXfll; 

OB 275 RETURN 

TH ZB# IF C = 1 THEM 328 _ 

JN 285 REN I JJt-tXljAsliL] 

YJ 290 K-U5ft£ADR£CK$3,DPI 
1H 295 FOR T-0 TO OD-1 

KE 300 IF PEEKC1636+T1=0 THEM P7ER0-T 
KO 3#5 KENT T 
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MIRROR 



by Mark Connolly 

Mirror Tile is a uery simple BASIC game tut th a Jew machine code routines 
to speed things up a tat Vie objective is to rearrange the Hies on one .grid 
to match those on the other grid shown alongside. Tiles can only be 
moved into adjacent empty squares, Everyone must at some stage have 
played this old chestnut of a game but Just In case you haoent here's hmo 
to, 

You are asked which difficulty level you wish to play at There are 9 
(1 g}, Level I presents you lutth a 2 x 2 puzzle to so!lje h leuel 2 a 3 x 3 and 
so on up fo Jewel 9 uihfeh presents you uitfh an enormous 10 x 10 puzzle. 
ypu are giuen a cursor control opt.(on - 0 for Joystick or 1 for Keyboard, 

For the keyboard the keys J -\ V, +P perform their control code 
functions Le, pressing - irioi^es the cursor one tile up i-tc. 

TT L e RETLfRJV key moves the iiie ouer ujftfch the cursor ts positioned to the 
empty square. J\ r ot only can you mooe a file to ihe left, right, about- or 
betou,' but you can move Hies on a diagonal fo the empty square provided 
ihe tile to be moued is no more than J square away. Tt\cjire button 
performs this Junction for Joystick cortiroi, 

V r ou are given the option of having the computer choose the letters to Jill 
the grid or you can choose them yourself Tor any d^JicutU/ about -3! J 
think yore should aiiuays choose them yourself. 

If you choose Jewel 3 and opt to choose the tvords yours elf you u>iil be 
asked to input one 3-letter morei and three 4-tetter iuords to Jill a 4x4 
grid with one hie missing. You may only enter any uppercase tetter. The 
screen will then go Wank and 2 4x4 grids appear on a Graphics 8 
screen. the leftmost, grid Is the one that you must match in the rightmost 
by moving files about until all the letters are In the correct position. 


A3 

310 

PZY = tMT (PZER07D3 : PZH = PEEB0-P2.V»& 

HO 

315 

GOTO 455 

Q5 

320 

REH 

r y 

325 

CMS(13,133-CHR* £961 : XX = USft<ADR (CH* 


11 :CH* £13,131=CHR$(1043 

R« 

336 

PH-0t? CHH*£1253;P#; " letter word" 

12 

335 

LH=D0:£O5UB 39S 

ZP 

346 

PN=P«H 

MJ 

345 

LHrpj? Pi" letter words" 

zx 

350 

FOR TO D8 ; 2 +t H-0"j5; : GDSUB 395 

KO 

355 

NEXT 5 

ns 

366 

POKE 207 t EH 

00 

365 

M-USR fCH=#3 

IE 

37# 

FOH T = # TO DD-1 

LH 

375 

IF PEEK(1636+T1~0 THEM P2EW0=T 

KP 

380 

MEHT T 

0H 

3B5 

P2Y = IMT CP2ERQ/P1 EPZX = PZERO-PZY*P 

HP 

39# 

GOTO 455 

MN 

395 

PX-PEEKEB5J:PY=PEEK£043 

JU 

400 

POKE 85,PK : POKE B4,PY:? " 



m;:POKE 35 t PR:POKE a4,PY;THPUl 5 


IF 

LEM CHS3 OLIf THEN 40# 

KK 

405 

ACCEPT-1 
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E5 

418 

FOR T-i TO LE N £M$T 


NH 

415 

K“ A SC CH$ CT, T3 3 


AE 

420 

IF K>=65 AND K(-98 THEN 43ft 


KC 

425 

ACCEPT—0 


CMJ 

430 

REM 


DM 

4 35 

POKE I536+PN,K-32 i PN-PN+i 


KI 

448 

NERt T 


UA 

445 

IF ACCEP T —O THEK PH“PN - LW t GOTO 400 

ik 

450 

RETURN 


ME 

455 



QB 

460 

HH-USft (ADR CCHK?3 3 


IF 

465 

IF PEEK C293 <>DD THEN 475 


YA 

470 

FOP T"1636 TO 16 36 + DD —1!POKE 1,6iH 


EHT 

T j GOTO 360 


ZH 

475 

H0=r»: Hl-fliH2“i 


JK 

480 

GRAPHICS ft:StTCOLOft 2,*,0:SETCOLDR 


1>« 

,10(COLOR 1 


ML 

465 

POKE 559,0 


HJ 

490 

PLOT KO + B,0 


1.0 

495 

DRAWTP K0+D*lt+2,B 


ftR 

508 

DRAWT0 H0+DN11 + Z, DNli + 2 


MR 

505 

DR AWT0 K0 + 0,D»ll + 2 


DM 

510 

DRANT 0 HO+0,0 


01 

S15 

FOR Y=2 TO tD-llNiI+2 STEP 11 


PM 

570 

FOR H=2 TO (0-11*11+2 STEP 11 


PE 

525 

N0-( CK-2J7H3 +0*(Y-23 /II 


SU 

530 

PLOT K+HO , V 5 DRAWTQ H+KO+SjY 


uu 

535 

DRA WTO H+K0+9,Y+9 


YA 

540 

DHAMTO H+K0,Y+9:DHAHTB H+Ki,Y 


UK 

545 

PLOT H+H*,Y+1 


MC 

550 

IF H0-B THEN POKE 204,NO:GOTO 550 


Hft 

&bb 

POKE 204,101 


A J 

560 

KK-USR(BI T,PEEK 11536* Ml * NOT 1 


vo 

S65 

COLOR 1 


DA 

S70 

POKE 2B4,i01:IF CY-23/ll<D6 THEN 

5 


80 



ML. 

575 

COLOR 8 : PLOT H + HO* Y+12 : HX=i|Sft(BiT 



C (H- 

■21/113+163ECOLOR I 


HF 

500 

NEXT H 


NM 

585 

POKE 2*4,181 


LH 

590 

COLOR O:PLOT K9+H+1,Y+1:HK-USR(BIT 


, ((V-21/11J+161 sCOLOR 1 


MG 

595 

NEKT Y 


YD 

600 

IF H0-0 THFN H0=16O:HJ=1O0IH2=14i 

G 


OTO 

490 


RN 

685 

POKE 559,34 


HY 

6 IP 

l:T4:THonsr tiif to md^ihhhh 


JR 

615 

RG—PZERO 


CK 

626 

PC0-PC 


ZE 

625 

G09UB BBS 


10 

638 



DY 

635 

IF KEY-6 THEN 670 


DP 

646 

GET Kl,CM:POKE 764,255 ' IF CM=±5$ 

T 


HEN 

716 


HP 

645 

IF CM-4S THEN 785 


NK 

668 

IF CM—61 THEN *10 


SH 

655 

IF CM= 43 THEN ft2S 


PK 

650 

IF £H=4% THEN 840 


DC 

665 

GOTO 640 


HL 

670 

REH JOYSTICK CONTROL 


NO 

675 

IF PEEK(644}--0 THEN 710 


LS 

660 

CM=PEEK(6323 


ME 

685 

IF CM—14 THEN 785 


MN 

696 

IF CM—13 THEN 818 


02 

695 

IF CM-11 THEN 825 


28 

760 

IF CM—7 THEN 64* 


OY 

705 

GOTO 670 


ND 

71* 



AM 

715 

IF PZH+PZY*P=P2ERa THEN 635 


IT 

770 

PYO-IHT (PZERO/DI ;PKN-P2ER0 -PY*ND 


po¬ 

775 

IF ABS IP7K-PK01>J THEN 635 


ol 

7TB 

IF AftS(PZY-PY0J>J THEN 635 


FS 

735 

POKE 16 35 * PZERO,P EEK(1636+ PCJ :POKE 


16 36 + PC,0 


YU 

74U 

GO SUB ftftS 


(IE 

745 

PPK—P7K:PBV-P7V 


KC 

750 

PZN^PKO(PZY-PYO 


EE 

755 

PD-PZERO rP7FRO-PC!PC = PD 


YY 

768 

GO SUB 855 


JO 

765 

PZH-POH:PZY-PDY 



SF 
PP 
HP 
DJ 
HR 
VJ 
r P 
RP 

eo 

PB 

CT 

MF 

MM 

OF 

BC 

OK 

BC 

R5 

CN 

HI 

YE 

Si 

5P 

LG 
GD 
AL 
O J 
KR 
NT 
HI 

NH 

HI 

HL 

PO 

TS 

NS 


5P 

VN 

JR 

UP 

DO 

OC 

DR 

zv 

K K 

EY 

is 

LM 

FT 

BY 

Mi 

VA 

DF 

MJ 

MF 

JP 

KT 

SJ 


776 HH-USP (ADR CCHKS3 , DD3 

775 IF PEEK (2 93 ~DD THEN 970 

7 BU GO IU SIS 

70S REM JJIhHi] iITTL 

790 IF P2Y-0 1 HEN 635 

775 G05UB 

0 W0 PZY-P7Y-1 : GR'jllB 915 

*05 GOTO €35 

OiO REM Ml|-fcta:T ^TT^ 

BIS IF PZY-D0 THEN 635 

02* GDSUB 90*:PZY=PZY+11G05BB 915;GOTO 
635 

B25 REM 

830 IF PZK-0 THEN 035 

035 GD5UB 98U : PZX~PZH~ J - r G05UB 91,5; ROTO 
035 

040 REM fdltiXTil;M:Krt:>d 
045 IF PZM=D0 THEN 035 

050 G05UB OO0:PZK=PZH+1IG05UB 915;6BT0 
035 

055 REM 

006 PCP-PEEKCi536tRCl 

065 POKE 1536+PC,PEEK(1636+PC3 

870 COLOR 1 

075 PLOT ±62+PZH*l± ,PZYWll + 3 

000 POKE 204, PC#; HK-U5R (BIT, PFFKT1636+ 

PCi 3 

005 IF PC-101 THEN RETURN 

006 POKE 1536+PC,PCP 

005 RETURN 

90B PC=PZX+PZYND 

965 PC8=101:G05Uft B55 :RETURN 

910 G05UB 076;RE TURN 

915 PCSP1K+PZY»D;PC0=PCIGOSUB B55;RETU 

RN 

920 REH AGAIN V/K 
925 POKE 764,255 

936 ? "Grid COMpl sled. * , Again 9 lnT ,, .j 
935 IF PEEK <7043"255 TNEN 935 
940 IF PEEK 17643-35 THEN POKE 764,255: 
GRAPHICS 0 L ME H 

945 IF PEEK(7643-43 THEN GRAPHICS 6iSE 
TCOI.QR 2,0,0: SETCOLOR 1 . O, 1»: POKE 02 , O 
SPOKE 752,IIGOTO 190 
950 GOTO 935 

960 DATA 104,162,0,136,157,0,6,232,724 

,200,200,240,104,170,164,100 

905 DATA 132,207,136,132,266,173,10,21 

0,201,33,144,249,201,59,176,245 

970 DATA 133,263,172,10,210>196,207,17 

6,24 9,105,6,6,260,244,165, 263 

975 DATA 153,0,6,232,220,266,200,221,1 

62,0,172,16,210,196,207,176 

980 DATA 249,105,100,6,20ft,244,109,0,6 

i153 , J 00,6i737,22B,20 7,70S 

965 DATA 233,96,-1 _ 

990 REM HilMIMJJtJ![rWiTTrT^T^J4:1 
995 BSTA 104,104,104,170,169,0,133,206 
,169,224,133,20 7 ,164,204,192,161 
100B DATA 246, 16, JLB5,6,6,217 , LOO, b , 20ft 
,4 r 169,255,20O,2,169,0 

1005 DATA 133,265,165,296,224,0,240,14 

,24,105,«,133,206,169,0,101 

1010 DATA 707,133,207,202,20B,236 r ±65, 

65,133,36,165,06,133,31,160,6 

1615 DATA 177,206,69,265,133.28„13?,20 

3,168,O,132,29,162,96,169,11 

102O DATA 157,66,3,169,0,157,72,3,157, 

73,3,5,20,105,0,32 

1.0 75 DATA 06,220,164,29,200,192,0,208, 
225 ,7 30j 64,16 5,30,133,85,165 
1030 DATA 31,133,06,164,203,2*0,192,0, 
20B,19B,169,0,133,2»S,96,-1 

1635 rem r T^_E»i'tW3IC£J 

1046 DATA 104,104,104,133,28,162,0,134 

,29,189,0,6,221,180,6 

1045 DATA 206,7 

1050 DATA 230,29,232,228,26 

I05S DATA 208,241,96,-1 





























Ian Finlayson's 





TTUTOPAH 

SUBROUTINES 


PROGRAMMING 

FOR SPECIFIC 
TASKS 

T he fundamental program For this month's article was 
senL to me by Allan Thompson, and many thanks go to 
him for the program and the reminder of the program¬ 
ming principle that it Illustrates very effectively. In the last 
issue the ’ homework ' tutorial showed how a short program 
could fulfil a specific task, and the database listing here 
illustrates the same ability ot a straightforward program to 
achieve a dedicated task. The program is not as short as the 
homework listing, but as you look through It you will see that 
there is no complex code - in fact when the whole database is 
typed in the code which handles the data will be quite trivial 
compared to the data itself 

T he simplicity oi this program stems from the tad that it 
is targeted at a very specific requirement, the display of 
one person’s catalogue of videotaped films. If is not 
written as a program which anybody can use to build a 
database (like the address book database which was covered in 
three articles back in issues 37 to 39) but as a one user 
program with the data embedded (n it. It is at exactly the 
opposite end of the scale from the commercial database which 
you might find on an office PC; here we have a simple listing 
which efficiently and cheaply meets a specific requirement, 
while the PC version has to be big and powerful to meet a large 


COMMUNICATIONS UPDATE 

S have had a letter from James tSasLable, who used to run 
the Ark bulletin board. He tells me Lhat the .Ark Is now 
called The City and has a new number 021-352- !237. It 
supports baud rates from 300 to 2400 and is open 24 
hours. It is mainly for 9-bit Atari, with a small ST section, 
so give him vour support- There are not too many people 
putting themselves out for the d bit Atari user lliese days, 
and those who do need encouragement if they are to con¬ 
tinue plugging away, Hie Ark Comms nisk [in the Page 5 
public domain library) is about the best readily available 
software for Atari 8 bit comms. and James is currently 
working on an update, _ 


variety of requirements and Lhis means it is expensive and not 
only that but it needs expensive hardware to run on. So if you 
have a specific requirement that you think your computer 
could help you with don't be afraid to try a little Basic prog 
ramming. Your computer Is not super intelligent, but it can 
manipulate and display data and calculate much faster and 
more accurately than yout 

THE DATABASE 

The program Is very simple. Don't be put oft by its length as a 
lot of the lines arc included as examples ol data and need noL 
be typed in by you. Just type lines 1 to 110 and 9999 onwards 
everything in between is effectively data, and you can make 3 
framework to put the data in with the second short program. 

Line Maker. 

Line 10 sets the values of a set of variables which are the line 
numbers for the later GOSUB commands. 

Lines 20 to 90 draw a title screen. 

Line 100 calls subroutines at lines 10310. 10311 and 10330 
in turn. 

Line 110 goes to the line number appropriate to die letter key 
pressed in the KP subroutine. They are spaced apart by 200 
with A at 200, B at 400 and so on, Tills ensures plenty of 
space for data to be fitted in later. 

I have put in some dummy data representative oi a list ot 
videotaped films and their run limes - don't ask to borrow a 
copy of the films, the names are fictitious! I have only put data 
In for letters A,B and C and "No entries" statements for D and 
]£. All other letters require filling in with your own data, Tire 
format of the data can be changed to suit our requirements as 
long as each line is only 40 characters long. 

I will use C as an example to describe the lines ol data as it is 
the only letter for which 1 have typed in enough data to go onto 
a second screen. 

Line 599 is the KKM statement inserted to show where In the 
listing the C data sLarts. 

Line 600 calls subroutine RA to draw a line across the screen 
he! ow tile heading. 

Lines 630 to 697 are print statements which print single lines 
of embedded data on the sereen. You wall notice that the line 
numbering is not even. ] did Lhis deliberately to show that you 
do not need to maintain an even spacing, but can go back and 
put new data between the old lines at a later date, or delete 
Lines if you wish. The only limit is a total of 20 li nes on one 
screen - 

Line 698 is needed at the end of a screen of data if there is 
more of die same letter to follow, It is NOT needed if there aTe 
less than 20 records for the letter concerned. All it does is call 
subroutines RA [a line across the screen), RR (a prompt lor a 

continued on page 36 
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El 

1 HEM MUKHIN**** ********* *********** 


HY 

694 7 " 64* CARRY OH DOWN THE CLUB * 1 

ON 

2 HEM * fUMJRIAL SUBROUTINE Zi 

* 




;l*:44 *" 

KB 

S REM * 

SIMPLE DATABASE 

* 



L G 

695 7 " 31* CARRY ON AND CARRY OFF * 1 

N A 

4 REH * 

by Allan Thompson 

* 




121:22 *■' 

NT 

5 REM * Hu dihed by lan F inlavsdn 

w 

, 


GP 

69& 7 " 32* CARRY ON DOWN THE LIST * 1 

ED 

6 REH *- 


* 




H 4:33 *"' 

FP 

7 REM * NEW 

ATARI USER April 1591 * 



LE 

697 7 " 31* CARRY ON -> KENT SCREEN* 1 

EP 

0 REH ********************************** 



ill:13 * M 

NO 

9 REM 





»T 

698 GOSUB Rfl:GOSUB RR:GOSUB KP:GOSUB K 

tit 

to stt=jLnnno; 

RR-10010[KP-1031O[KO=10311 



C 


:KC=1833« 3 Rfl 

—10304 




HJ 

699 REM *** LETTER C2 *** 

OH 

20 GRAPHICS 

18 




OH 

788 GOSUB RA 

EH 

30 St T C □ L L5 ft 

4,IBS,6 




su 

710 ? " 16* CURSE OF FRANKENSTEIN * 1 

flf 

40 POSITION 

7 j,O : ? B6| “v/tape" 





164:54 *" 

BL 

50 POSITION 

8 ,2:? £te;"fi]M" 




NO 

720 7 ** 77* CARRY ON CURSING * 1 

SM 

€0 POSITION 

7,457 »6;"A TO 2“ 





145:45 *" 

NE 

70 POSITION 

0,5 E 7 06 ;■■►►►►>*►►►►►►►►►► 


MG 

790 GOSUB HA ! GOSfJ 9 SR : GOTO 100 







HI 

799 REM *** LETTER D *** 

YQ 

BO POSITION 

4,7:7 tt6 ;"PRESS 0 tu a* 

1 - 



O0 

800 GOSUB RA 

UZ 

SO POSITION 

4,9 ; 7 £16; "OR SPACE BAft« 




ON 

BIO 7 ” NO ENTRIES FDR D" 

&H 

LOO GOSUB KPlGOSUB KQIGOSUB KC 




MI 

998 GOSUB RA:GOSUB SR[GOTO 180 

nz 

110 GOTO £KEY-64;«2O0 




YG 

999 REM *** LETTER E *** 

UQ 

199 REM *** 

LETTER A *** 




SO 

1000 GOSUB RA 

01 

200 GDSUS Rfl 




HR 

1 BIO 7 M NO ENTRIES FOR E" 

ZY 

210 7 " 35* 

AIRPLANE ADVENTURE 

* 

1 


MR 

1190 GOSUB RA:GOSUB SR:GOTO 100 


: 40 : 50 *" 





QA 

1288 REM *************km ************* 

BY 

220 7 " 14* 

AIRPORT DISASTER 

* 

1 


PE 

1201 REM * * 


:21:44 *" 





GK 

1242 REM * REPEAT LINES 999 TO 119ft * 

BG 

230 7 " 72* 

AIRPORT DISASTER II 

* 

1 


TM 

1203 REN * AT INTERVALS OF 200 TO * 


1 40:21 *" 





HI 

1204 REM * SET UP 0 FRAME WORK FOR * 

ao 

240 7 11 27* 

AIRPLANE TAKE OFF 

* 

1 


Z X 

1205 REM * LETTERS F TO Z - Oft USE * 


;2&si t *" 





YU 

1246 REM * 1ME "MAKE" SOUTINE * 

YT 

250 7 ” 4ft* 

ANOTHER AIR DISASTER 

* 

1 


AC 

1207 REM * * 


! 44 : 2 3 »" 





RG 

1209 REM **************************** 

US 

250 7 M 46* 

AIR DISASTER (SON OF !9 

* 

1 


CY 

9999 REN *** SR ft RR - PROMPTS *** 


1 44 : 23 *" 





TB 

10488 7 "PRESS A LETTER TO GO TO A~Z 0 

SB 

270 ? 11 52* 

AIRSHIP DISASTER 

* 

1 



ft SPACE OAR":RETURN 


!34;13 *" 





ZW 

14410 7 "PRESS ANY KEY FOR MORE"; ;RF F U 

MC 

39a GOSUB HA 5GOSUB SR r GOT0 100 





RN 

MM 

355 REM *** 

LETTER B *** 




LA 

10299 HEM *** RATLINE *** 

OK 

400 GOSUB RA 




PN 

10300 7 "---- ., ,■„■■■■„, „l.— 

KH 

410 7 " 53* 

BATTLE IN THE SHAMP 

* 

1 



-"!RETURN 


[40:50 *" 





IH 

10309 REM *** KP=KEYPRESS *** 

ES 

42# 7 « 41* 

BATTLE I* THE DESERT 

* 

1 


I ft 

10319 OPEN »1,4,4,"K:":GET Hi ,K 1 CLOSE 


iISi20 *" 






Rl ; RETURN 

NJ 

430 7 « 66* 

BATTLE IN THE SNOW 

M 

1 


HQ 

10311 BEM *** KD-KtY CHECK*** 


i37E 44 *" 





JO 

10312 IF K-32 THEN K-KEY+LI GOTO 10316 

ME 

558 GOSUB Rfl 

! GO SOB SR 5 GOTO IBB 




EM 

10314 IF K>96 AND K<113 THEN K-K-32 

LL 

5SS REM *** 

LETTER Cl *** 




KM 

14316 IF K<6S Oft K>9& THEN K = fc5 

OM 

600 GOSUB RA 




Jit 

10310 KEV^K;RETURN 

KB 

610 7 " I* 

CAR ETHEI 

* 

1 


ZB 

10329 BEM *** KQ=KEYCODE *** 


:25;*5 *" 





OC 

10338 GRAPHICS 8:POKE 02,4.POKE 752,25 

YZ 

620 7 " 18* 

COMEDY HOUR 

* 

t 



4 


[00;40 *■■ 





TJ 

14340 COL=£KEY-641*0:POKE 718,COL:POKE 

BO 

630 7 " 28* 

CHAPLIN AT WftftK 

* 

0 



712jCOL;POKE 709,COL-4 


[20:20 *" 





OH 

10358 ? "N ► ► U " TAPE »■; CH«S tKEYl t RETURN 

ZW 

640 ? ■■ 44* 

CHARLIES UNCLE 

* 

1 



• 


1 1 J[2 H H 







TK 

650 7 " 48* 

CARRY OH PROGRAMMING 

* 

± 




(44;32 *" 






m 

655 7 " 46* 

CARRY ON PAGE 6 

* 

l 





[44 t 32 * M 





EI 

1 REN ******************************* 

MK 

660 7 " 3* 

CARRY ON COMPUTING 

* 

1 


ED 

2 REM * TUTORIAL SUBROUTINE 21* * 


[ 33 S 43 *‘* 





BO 

3 REM * DATABASE LINE MAKER * 

MU 

665 ? " 55* 

CARRY OH THNAT A3 

* 

i 


RR 

4 REH * by * 


[23:22 *** 





ML 

b REM * lan Finlay£fln * 

fra 

6 70 7 ■■ ei* 

CARRY ON CONTRIBUTING 

» 

l 


ED 

6 REM * * 


[32 f 32 *" 





FP 

7 REM * NEW ATARI USER ~ April 1991 * 

MC 

675 7 11 68* 

CARRY ON KEYING 

* 

i 


EP 

6 REH ******************************* 


[56:43 *" 





CK 

32000 FOR H=1 TO 26 

MP 

660 7 M 16* 

CARRY ON CORRESPONDING 

W 

l 


DM 

32810 7 "***!"; 2(tO*H“lftLM ***** LEY 


[54:54 






TER "?CHR$ C64 + HJ i** *****" 

JO 

685 7 " 8* 

CARRY ON ATARI USER 

* 

l 


HU 

3Z020 7 204*H;" GOSUB AA" 


[33:56 *’■ 





UG 

32038 ? 2OOKH+190;" GOSUB RA;GOSUB SR: 

ER 

650 7 " 71* 

CARRY OH COMMUNICATING 

* 

l 



GOTO 100" 


:2l!22 *" 





TU 

32040 7 "4+CONT" 

kj 

691 7 ■■ 88* 

CARRY OH PEEKING 

* 

± 


MC 

328SO POSITION 2,O:P0KE 64Z,lisbTUP 


S3TT! fl fi 





PF 

32060 POKE 842,12 

TY 

692 7 " 45* 

CARRY OH POKING 

* 

l 


HP 

12070 NEXT H 


:211 41 *" 





GO 

32489 7 "6+++":FDR 0=32084 TO 32tOfl ST 

frK 

693 7 11 71* 

CARRY ON AOMENTURJNC 

* 

1 



EP 10:7 HtNEHT H 







K A 

32094 ? "IIPOKE 042,12" 


:.19;ZZ *" 













ML 

32100 POSITION 2,fl:PDKE 842,13:StOP 








• 
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key press), KP (the key press subroutine) and KC (to call the 
screen colour and title), 

Line 699 is the REM statement to highlight t he start oi the 
second screen under the C heading, 

Line 700 is the same as 600 then more data follows in lines 
710 and 720. 

Line 798 is the last line of the C series. It calls the sub¬ 
routines for the line across the screen to be drawn and to 
prompt for a letter key to he pressed, and then returns to the 
main calling routine at line 100. A duplicate of this line must 
be included at the end of each letter's data. 


After the data come a few lines containing simple subroutines 
as follows: 


SR - Line 1000Q - Prompts for a key A-Z or space bar to be 
pressed. The program functions so that a letter key takes you 
to the data for that letter, while the space bar Lakes you on to 
the letter after the one you are currently at (or back to A it you 
arc at Z), 

RR - Line 10010 Another prompt, this time to press any key. 
This Is used to take you on from ore screen of data to the next 
under the same initial letter. 

RA - Line 10300 - Draws a continuous line across the screen. 
KP - Line 10310 - Gets data from a key press in the variable 
K. 

K0 - Lines 10312 to 10318 - Checks the value relumed in K 
by the key press subroutine. If K=32 the space bar has been 
pressed, so K is made equal to the previous KEY value plus 
one, this moves on one letter, 11 K Is in the range 96 to 11b 
then a lower case letter has been pressed and this is converted 
to the upper case equivalent by subtracting 32, It K is now out 
of the range 65 to 90 (A to Z) then a number or other key has 
been pressed so we arbitrarily go to A. Finally in line 10318 the 
new KEY value is set equal to K before we return to the main 
part of the program. 

KC - Linas 10330 to 10350 - First in line 1D330 we reset the 
graphics mode to 0. Next set the screen left margin to zero to 
get forLv characters on a line, and then switch the cursoi oft. 
Then in line 10340 wc generate a value COL which will give a 
different screen colour depending on which letter has been 
selected. Locations 710 and 712 define the screen background 
and border colour and location 709 defines the brightness of 
the text. The colour value for 709 is set to be different from the 
background by four, thus ensuring a satisfactory legible con¬ 
trast! The final line prints the heading line for the selected 
letter across the top of the screen. 

LINE WRITER 

Now we have finished with the main program we will take a 
look at the short one. This is rather more clever and it writes 
part of the main program Tot you. so l hope you have Tint typed 
it all in before you read this far’ back in issue 35 I wrote a 
program that modified itself using the forced read mode, and 
here is another application. The program writes lines that form 
a framework for the data entries for each letter of the alphabet, 
l^et me explain how it works, 

Line 32000 sets up a FOR-NEXT loop for the 26 letters of the 
alphabet. 

Lines 32010 to 32040 clear the screen and then display lines 
like 199. 200 and 298 ol' the main listing followed by CON L on 
a separate line. 

Line 32030 moves the cursor to the top of the screen, sets up 
for forced read by the POKE to location 842 and the Invokes 
forced read by the STOP command. What happens then Is the 
computer exits from the program and reads the lines on the 
screen Into the program in memory. When it gets to the CO NT 
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in line 32050 starts the process again for the next letter ol the 
alphabet, 

Once die alphabet is complete the program moves on to line 
32080, This just clears die screen and lists the line numbers 
of the Make routine on the screen, Now when we invoke forced 
read the line numbers are scanned. buL they have no associ¬ 
ated Basic? alongside them so they arc deleted - the result is a 
self-deleting program - clever isn’t it? Just one warning - be 
sure to save the program before you run It or you will have to 
stall again from scratch? 

This little routine can be added Lo the main program and run 
bv a direct command GOTO 32000 Instead ot RCJN. However it 
is probably safer to run it on its own then LIST the resulting 
database framework to tape or disk, LOAD the main program 
and finally ENTER the framework to combine It with die main 
program. 

] am always pleased to get letters so please write me, I would 
be particularly pleased to hear of other applications of the 
forced read procedure. If you want to write with a query about 
Basic programming please include a stamped addressed en¬ 
velope for a reply. 

Write to: 

Ian. Finlay son. 60, Rmmdstone Crescent. 
East Preston. West Sussex, BN 16 1DQ, 






XL/XE TYPE-IN 




T his is a simple spelling program for children aged 8-10 
approximately. The program also allows adults to cre¬ 
ate their own spellings files and save them on disk or 
cassette, so ft can be adapted to suit older or younger kids. 
This version has a built-111 file of 25 records, created with data 
statements. There are a coup lie of Spare files on this Issues 
disk:- SPARE.BET for the 9 year olds and OLDIES.BET for big 
people! 

PLAYING A GAME 

Try your luck against the ATARI In this dice game. Press the 
joystick trigger to toss your two dice. Then bet $5. $10. $15 or 
$20 that the Atari will get a lower score when it tosses its dice. 
The game ends when either player runs out of money, 

"Ike ATAJd starts off with $75, but you have to cam your 
betting money first by getting some spellings right: You'll be 
shown a sentence with a word blanked out plus 2 spellings of 
the missing word. Choose between them by pressing I or 2 on 
the keyboard. There is a $5 reward for each correct answer 
and there arc 15 sentences altogether; you press space to 
move from one to the next, 

by 

Ann O’Driscoll 


MAKING A NEW FILE 

This option allows you to make your own file or 25 new 
records, to be saved on disk or tape. Each record lias 3 parts: 

1. A sentence up to 39 letters long about the word being 

LcS Led. 

2. The word itself, using the right spelling (up to 12 
letters long) . 

3. The same word, using an Incorrect spelling (up to 12 
letters long) 

You gel the chance to verify each record after Input. When the 
records are ready you are asked if you want to save them on 
disk or cassette - just press C or D and follow the on-screen 
prompts. When saving is complete you arc returned to the 
program menu, 

LOADING A FILE 

This option allows you to load and use a previously saved file 
Instead of the 25 built-in sentences. Disk users may either 
Input a filename or get a list of files on the disk which use the 
extender .BET this extender Is given to all the files made with 
Lhis program. 

You are returned to the menu when the file Is loaded In; press 
START at that stage to use the loaded data. 

OTHER POINTS 

The program only uses 15 out. of 25 sentences each time, so 
the spellings tend Lo vary for consecutive games. 

white the data statements lor the built-in records use capital 
letters, the program can also cope with lower case mode which 
may be more suitable for younger users. 

That's itl 
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SPELLBETTER 


EH i ft£M ttHtmt ui) I h nrt»rtmm u m i t i ti i i im uum™ 

QF 2 R EM It 5PELLBETTER 11 

G-£ 3 REM tt *>9 B 

HE 4 REM H Ann ff ■ PriSLO! 1 t* 

HC S REM tt ---- tt 

Mt 6 REM tt HEW ATARI U5EH - APRIL '51 tt 
FI> 7 REM f i fffi'fTTwrtiimmmtt ttilimmil tllttUttm mmtt 

nh e Bf h 

ZR 3Z REM - SPELLBETTER - 

01 34 REM 
FK 45 REM 

TO 50 NS-25i1 $ = 35!L A = 123 CLOSE 033OPEN «3 ( 
4,6, ,+ K 3 Ti : POKE 70Z r 64:PDKE 654,0 
UP fie T55-3** : DAT=30* : PK=4R0 ! 5CRN=4 Jl0 3 BLM 
K-45B i GRK“4 60:FLSH=4?6:IN0UT=500 3 Cl0 = 5 
50;FNAM=600iGAH-BP8 

DM 70 Pl« SEN®£NS«LS»,EN5NLAI*HSCNS*Lftl 
, A$€L51 ,b£ILA 1 *GStLAi , BtS £39 J ,FILE5(14 
J „SC$C39i *Fi_AC£N5J 

HK 50 SENS 111 =*’ " ; SENS fit 5»L$1 = ■• " s SENS £ZT 
=SEHS;R$=SENS:W5=SENS:BL$=5FN$ 

QG 160 GRAPHICS lfltPQKE 706* 54iPOKE 710,0 
i POKE 705*lie:POKE 711,28!ROW-3 
MI lie POSITION 4>3;* B6;"piay a game":? 

«6 J" LOAD A FILE”; 7 06;" MAKE A 
FILE**t? B6j" END PROGRAM" 

UK COLOR iStPLQT l,0:frHAWTO 17*0!DRAM 

TO 17,8:|>R ftWT0 1,p JDRAHTO 1*0:POSIT ION 
4*a:? nos 

KM 130 POSITION 8,10!? H&J^PUSH TO 

PICK PUSH t= TO BEGIN 11 i tGOSUB BRK 
RT 140 IF PEEK(53279S=6 THEN GOTO ROHW1O0 
0 

US 15* IE PEEKISI7755 05 THEN 14B 
CW 100 ftOH=RO«+l : IF P0M>6 THEN »0Hr:3 
MR 170 POSITION 4*ROW:GOSUB ifl0*RQH:F0R D 
-1 TO 25:S0UND »,30* 10 * 12:NEHT DtSOUHP 
6,0*0,03GOT 0 140 

DP lfl3 ? 116; "p lay a gawp" 3 POSITION 4,&J? 

ttfi ; "END PROGRAM" 3 p£ TURN 
AN 104 ? KB p"load a f 11 e";POSITION L3: 9 

aer'PLAv a game*' : return 

AO 165 ? tt6;"Mafce a f i 1 e T * 3 POSITION 4*4f? 

BO ;"LO AD A FILE"3 RETURN 
HO 186 ? Bfc; , "end prograw": POSITION 4*5:7 
06 J "MAKE A FILE* 4 ! RETURN 
El 255 REM 

X!_ 300 r OR TOSS=l TO ±0 3 FOR K-Nl TO H2 ST 
EP 2*3 COLOR 2 3 PLOT 7+H,26iPLQT 4+X*23: 
PLOT 10 +H * 17■PLOT 4 + K*17 
RB 310 PLOT 10 + K, 23 3 PLOT 4+H*26tFLQT 16 + X 
* 201 OT = T : T = IltT CHND C0?N6 + 13 3 SOUND 0,0,0 
, 15:SOUND *,0*8,0 

PV 320 COLOR 0:GO5U* 330+T*$:NEHT R:NEHT 
TOSS:RETURN 

KS 3IS PLOT 7 + N* 20:RETURN 

UV 140 PLOT 4 + H ,23:PLOT 10 + H* 17 t RETURN 
GH 345 PLOT 7+H,20SPLOT 4+R,23jPL0T 10+H, 
17:RETURN 

HO 3SB PLOT 4*«,23!PLOT 10+H,1?SPLOT 4+K, 
17 3 PLOT 10 + H,23:RETURN 
4B 355 PLOT 7+H*20iPLOT 4+K,23:PLRT 10+H, 
17 i PLO T An, 17 3 PLOT 10+H , 23 : RETURN 
20 360 PLOT 4+H,20ePIDT 10+H*20:PLOt 4+H, 

23:PLOT 10 + H* 17:PLOT 4+H*i7:PL0T 10 + H, 
23 i RETURN 
KJ 375 REM 

GU 350 5EN5lLS»CH-ll+l,L5*(N-iJ + LEN CASH- 
AS 3 R$ lLA*(N-15+i,LA**tN-l) *LEN £B$1 : 

H5tLA*<N-lJ +l*LA»CN-li +LEN ECSJ1~C£ 

ZR 39B RETU RN _ 

JH 155 REM fe£!in33;H^MUIJil ■ I I ■ ■ I I ■ 

TO 408 F0» M-l TO LEW(SCSIiPONE SC+HH+N,A 
SC CSC 5<H,HJ>-32»(A$C CSCS EH,HI 1 <501 :NEH 
T H:RETURN 

AI 410 GRAPHICS 0 ; DI..=PEEK C5601 +2S6HPEEK ES 
Gli E POKE DL + 3*70:POKE l>L+6,6 I C01£ DL + 5 
*6:P0KE DL + 10 * fiiPOKE OL+21,0 
PS 420 POKE DL *2 2 * 6 3 POKE B2,0:PDKE 752*13 
POKE 700,116 3 POKE 705*52:POKE 7l0*« tPO 
KE 711*58:GOSUB BUK3 RETURN 


TOSS SICE ■ 300 - 300 


FILL S TP 


HK 450 POSITION B,18 3 ? 0L £;BL$* tPOSITION 
0 * 16:RETURN 

LH 460 POKE 16,643 POKE 53774 *643FO* P=100 
TO 0 STEP -4:SOUND 0*P*10,1£ 3 NEK T P:B 

ETURN _ 

FO 470 ? l " ^ +PRESS SC aiftlliM TO BEGIN" ! PP- 

PEEK C755I 

EH 480 FOR D = 1 T 0 203 IF PEEKC532751<>6 TH 
EN H EK T D:POKE 755,2~PEEKI75S? iGOTO 4ft 
0 

BO 45B POP !POKE 755,PPiSCS=SLSiHH-160iGO 
SUB PK : WH=640:GOSU0 PK:? CHRSC125i l sRC 
TURN 

61 459 REM 


jmgju 

TB S0O A=AOHtSENSl :L = LSWNS:GOSUP CIO S A~flP 
R CRSl iL = LAHPtS : GOSUV CIO 3 A™flOH £H$J :L = LA 
*Hb : GOSUB CIO: CLOSE til: RETURN 
ON S50 I0C*=8483 POKE IOCB+2,F3HI^INTCA72S 
653L0-R-HIKZ56:POKE I0CB+4*LO:POKE TOC 
B+5,«I 

ZM $60 HI2=TNTCL7Z56I 3L02^L-2S6«HX23 POKE 

IOCB + 8,L02 3POKE IOC0+5 ,HI21I = USR CADRI" 
Uhh^LOB"!,161:RETURN 
FZ 55S REM 

FK 600 POSITION 0,63? "ARE YOU ”lB$i M CAS 
SETTE OR DISK?":? "PLEASE PRESS C OR D 


■H a ml + P I. H E C T 0 R Y 6OO^7$0, 


QM 610 GET 03 * KEY : IF KEY067 AND KEY <>68 
THEN 610 

OM 620 POSITION 0*83? BLS:? BL$IPOSITION 
1*33? BSj:IF KEY = 68 IREN F ILE S tl, 2>- (f D 
ini? ■■ DISK‘ f :GOTO 650 
OL 630 FILE£=‘*C ! " ! ? " TAPE" : POSIT ION 0,6! 

? "insert the tape and press PLAY 
f BS£1*11-"S" THEN ? RECORD"j 

CR 640 7 :? "Then press RETURR on the cqm 
put er . 11 E RETURN 

EK 658 POSITION 0*6:? "PleRSR INPUT A FIL 
ENAME up to B letters long. not spe 
c i fi any extender .*■ i poke 752,0 
PI 660 IF B$<l,li=”L ,< THEN 7 !? "Tgpe DIR 

to get a list of files on the disk v 
hich work with this prograw, 4 * 

OP 678 7 :? "D3";!lNPtlT ttltJASilF A$="DIR 

" AND BS«1,1)="L" THEN 70* 

LG 600 FILE$t3Et=ASlFILE*CLeN£FILE*i+i5="< 
BET"t RETURN 

70* OPEN ll£ » 6,6 , "fr :* ■ BET" * POKE 762*13 P 
OSITION * r 12 3 7 "PRESS TO CYCLE 

^raiTT^n TO SELECT" 3 DI*=-1 
710 INPUT tt2*ft$3D±ft=0IR+l : IE LENtftfl<1 
7 THEN LN=70B:GQtO 530 

720 POSITION 0*14i? "IfHEEES " i A$ 13 , 
IQiiGET B3,KEY t ON KEV = 155 GOTO 7303 ON 
KEV = 32 GOTO 7103 GOTO 720 
730 FOR 11=3 TO 10:IF AStN*Nl=" " THEN 
FILE*r3i=AS£3,N-tl:POP {GOTO 756 
740 NEHT N:FILES(3i=AS<3»I* 3 
750 FILES ttENCFILE$»+13,BET":RETUftN 

799 rem 

CHAStlI5J?“C HA**G OH., 0* YOU 
HANT TO GAMBLE EVERYTHING ON TM 

E NEXT TOSS CY/N3 ?‘* 

AB 610 GET H3■KEY 3 IF KtY<> 7B AND KEY<>85 
THEN 61* 

PO B20 ? CHRST12S1J:IF KEY=7B tHEN 650 
IF 630 SC$="Y0UR BET: YOUR SHIRT"!HM-641: 
GOSUB PK:R1 = 3 3 K2“23:GOSUB T5StTOTI = T + 0 
T 3 ? "> THIS IS IT ... ," 

OR 340 FOR D=rl TO 3O0TNEHT D: KI = 43 ! H2“ 63 3 
GOSUB TSS:TOT2 = T+OT3BT = S1:IF TOTi> TOT 2 
THEN *T=S2 
ZO 090 RETURN 
UK 859 HEM 3*^1'\'M 

OZ SO* POKE 752,1:POSITION 6*17;? "QAARGH 
XT * S ERROR NO. "}PE £K11551 l " AT LINE 
PEEK tlB53+256*PEEK £1*7> 

HU 910 7 "PUSH 5T IFttt WHEN YOU^UE FIKEfr IT 
UP, .":GE T tt3 * KEY:IF KEY<>32 THEN 900 
YM 520 CLOSE tl-. t CLOSE tt2:G0T0 LN 
KU 530 POSITIOM 0,16S? "NUMBER OF SPELLIR 


PD 


UF 


BA 


ftV 

RL 
03 
on 
LC 80 0 
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SPELLBETTER 


G FILES ON DISK = "jDIRl? "PUT IN A HE 


ft! 3360 7 CHRSC12S);!Hi-3!H2-23?GOSUB TSS 

K DISK AND POSH THE SPACEBAR"; 


J TOT l-T + OT : 0T^5 : BttN-28 : 3 F Sl<20 OR S2< 

VT 940 GET *13. KEY: IF KEY032 THEN 140 


28 THEN BMX-S1NCS1<SZ1+S2NCS2<=S1T 

HS 95* FOR Y = I4 TO 17!POSI 1 ION 0,Y:? BLS ! 


BE 3370 6CS="YdUR BET: S& 1 ' : HW = 641 : GOSUB P 

NEXT Y.CLOSE »2:GOTO LN 


K:SCS —"MAHlHUM BET: S":SpS 1 IS»=STAS IBM 

HN 2111 REM *JT'V Will ^TTTPM* 


Hi :MH-661:GOSUB PK 

SE 3O00 GRAPHICS 5 : DL = PEEK 15687+256»PEEK C 


ON 3300 POKE 657,517 "HDOE THE JOYSTICK T 

5611J 5C=P£EK tOftJ +256NPEEKC&9J ;P0KE PL* 


0 CHANGE THE"TPOKE 657,*:^ "STAKES THE 

3,71;POKE &L+13,Z:P0KE DL+36,2 


N PRESS THE TRIGGER" 

UK 3010 FOR N = 30 TO 41!PffKF PL+N,0;NEXT N 


SG 3310 BT=BT+5*I(5UCK [03=14 AND &T (BMXJ 

:P0KE 7S2,1 i POKE 7*9 , 20: POKE 710,0 : PdK 


1-5NCCSTICKt0J=13 AND BT>9>JiF0R D=1 T 

E 82,0:COLOR 1; SC5 = "SPELLBET TEH" 


0 IS:NEXT 0 

TO 3*70 HH=3t«VSUB PKlGOSUB ARK!PLOT 0,3: 


OE 3488 SCS=ST«$CBT3:SC5CLENCSCSI+11=" M : 

PRONTO 79,3: PLOT 0,35 DRAHT8 79, 35 ! COL 


WWT&5?:GOSUB PK;IF STMIG(01=1 THEN 339 

OR * 


0 

OV 3030 SC$~'‘FIRST YOU MUST EARN YOUR BET 


OX 3410 ? CHRSC1251HI-43:HZrftl;GOSUB T5 

TING MONEY": NM= 160: GO SUE PK : FfJH X = 2B T 


s;T0T2-T + BT:CT-CT + 1 

0 45 STEP 20!EOR Y-I5 TO 25 


DS 3438 IF TOT1>T0T2 THEN SI = Si + BT:SZ = 52- 

GH 3040 PLOT X , Y :DRANT O H + 1U,Y:HEH!T YSNEK 


BT : P = 25 : ? " YOU MIN ! ";;A$=:"THE ATARI 

T X;Xl=23;X3=43!GOSUB TSS 


HAS " i GOTO 3450 

GP 3*50 SC*=".. BY GETTING SOME SPELLINGS 


HK 344* S1=S±"BT:SZ-S2+BT:P-12S!7 « THE A 

RIGHT":MM-*40:GOSUB PK:IF SENS Cl,710 


TARI WINS 1 J : AS = "YOU HAVE " 

" " THEM 3070 


AP 345* SOUND 0,P,1* H 12!SCS-STRSCS1J:5C$l 

¥Y 306# ? "U WAIT A MINUTE ■ * *” : RESTORE 


LEN(SCSI+15....GOSUB PK;SCS~S 

9*10;FOR N=1 TP NS:READ AS,BS,CS:GUSU 


TRS(S21:sqS(LENtSC$J+lJ=" " 

B DAT INERT N 11 tHBS (1253 ; 


FZ 3460 NN-192:G*SUB PK:SOUND *,B,8,8:5ES 

UF 3070 GOSUB FLSH i51 —0: 52-75 3 CT-0 t FOR N- 


=BL5.HH-G4* i GOSUB PK 

1 TO NS:FLAG CN3 = 0 i HEM T N 


OC 3478 IF 51>0 AND S2>8 THEN ? "PRESS Kfl 

PF 3*79 REM SPELL 


Eliia TO TOSS": GOTO 3350 

HD 3000 SC$“ M YOU HAUL SO"!WH-166:GUSUB PK 


HH 3490 7 ft£;"NO HONEY!";? "HTHfc GAME TO 

:e*r N-i tb is:hi=Z3:X2-43;gosub tss 


OK ";CT; " TURNS"; i IF CT = 1 THEN 7 "+ *• 

TI 3100 R-IMT CRND C8J WH5 + 1J ; TF FLAG(01 Ofl 


HK 35*0 POKE 700,40;POKE 7*9,2S:F0R U=15 

THEM 3100 


TO 0 STEP -1:SOUND B,32,10,Y:SOUND 1,2 

HE 3110 5CS-"PBE55 1 an 2": l*H=104: GOSUB P 


7,10,U:SOUND 2,20,10,0 

K;7 SENSCLSMCfl-lJ+l f l5*R);7 


CJ 3528 SOUND 3,43,18,UtFOR D=1 TO 15!NEK 

CU 31Z0 IF AND (03 >-*,5 THEN 1 "1, **J NS (LA 


T D i NEXT U:SCS-">> PRESS FINE FOR T 

NC0-13 +1,LAN*),"2. "|fi$ CLAN(0-13+1,LA* 


HE MENU <C";HH=B41:GOSUB PK 

03 :FLAG EQ3 -2 \GOTO 3140 


JZ 3536 IF STR EG C0> = 1 THEN 353* 

UI III* ? "l t RSCLANCO-13+1,LA*Q3 t "7, " 


NR 3548 GOTO 10# 

;WS CLANffl-13 +1,L SMQ3 ;FLAG £03 =1 


RO 399 9 reh t* 

EP 314* GET ttl.KEY:KK-KEY-48:If KK<>1 AND 


HC 4000 GOSUB SCAN:POSITION 2,0:7 "ok 1et 

KK<>2 THEN 3140 


S toad Up" !LH=4«*0:TRAP 9*0 

UC 3150 IF KK-FLAGCQ3 TWEN Si-51+5:F-30iS 


MR 4018 *5="LOADING FROM"!GOSUB FNAM:OPEN 

CS=STRS(S13iHH~17*■GOSUB PK5SCS-"CORRE 


B1,4,120,FILES;F=7!GOSUB INOUT:GOTO 1 

CT■ YOU UIH $5": GUT* 3170 


00 

BJ 3160 SCS--NO! THE RIGHT SPELLING IS 


GF 4999 REM ■ 11 MW ■ 1 !"| fPI |i|i|i Blf 

SC&I273 -RS (LAN ctl —J. J + 1 „LA*Q3 :P=±20 


SX 5*00 GOSUB SCAN:POSITION 1,8:7 "waking 

WM 3170 SOUND 0,P,10,12iHH-&40:GOSUB PK1S 


4 new ftle"iPOSITION 0,6:? "This opti 

OUND *,0,O,0;5C$= M PRESS SPACE ":HW-1«4 


on allows you to create a file" 

:GOSUB PK 


FK 5*10 7 "Of 2 S records to be saved on d 

KZ 31B0 GET 03, KEY: IF KEY 0 32 THEN 3106 


isk/t ape" J POSITION 3,10:7 "DO YOU HAHI 

El 3190 SC$r*L$:HH=640!GOSUB PK:SCf-BLS Cl 


TO CONTINUE tVYHl?” 

,121 i wn=i84 : GU5UB PK :9 chrS tizSi ;: next 


LG 502* GET *13 , KEY ; IF KEY<>70 AND KEVO*9 

ft 


THEN 5*20 

B I 320O FOR P-1 TO 14;SOUND B ,P#15,10,10: 


H¥ 503* IF KEY-70 THEN 188 

SOUND ±, 15*C15-P3,10,SiFQR D = i TO l&JN 


BO 504O SENS CIS =« *■ : SEN* i'KS*LSl =" ":SENS( 

EKT D ; NEXT P;SOUND 0,0,8,* 


21 =SEN5 : RS = S£N5 : H^-Stn5 i 7 CNR 5 C125S f il fi 

ZY 3218 SOUND 1,8,*, BE POKE 700,130 3 POKE 7 


ECORD HUMBER: " 

*9,14!IF 5I>8 THEN 3308 


*G 5050 ? "MAXIMUM SENTENCE LENGTH: 39 LE 

HG 3220 7 « YOU DIDN'T HAKE ANY MONEY TH 


TIERS MAXIMUM WORD LENGTH : 12 LETT 

AT TIME?": 7 "tPRFSS BiTTlg TO TRY AG A 


EfiS'taFqft Y-3 TO 14 STEP 11 

IN" 


FH 506* FOP H-20 TO 39;POSITION X,Y;7 CHR 

HU 3230 ON PEEK <532791 = 6 GOTO 1*0!GOTO 32 


$ £1311 ;: next x;next vjfor N-i to ns:po 

30 


SI TICK 15., 0:7 K 

PP 3299 HEM - BETTER -- 


MK 5000 POSITION *, 16 !? "Ill INPUT A SENT 

TP 3308 SC5-"T0SS YOUR DICE AND THEN BET 


EHCE ABOUT THE HURD ; " ; ? ;INPUT 1*16 ;AS; 

THAT ..."IHtt=160SGOSUB PKfFOR K- & TO 6 


IF AS=“" THEN 5*B* 

5 STEP 20;F0R Y-15 TO Z5;COLOR Z 


GY 5890 POSITION 0,6:? AS;G05UB BLNK 

HH 331* PLOT K, Y! DR AHT 0 H + 10, ¥ i NEXT Y t NEK 


LN SlOB 7 "C21 NOW INPUT THE CORRECT SPEL 

T X : 5CS — M THE ATARI HILL GET ft LOWER SC 


LING: ■*:? ; INPUT *U6;B£:IF b& = "" THE 

ORE" t WH-&4B t GOSUB PK i GOSUB FLSH 


H 509* 

CA 3328 SCS ™ r " Y01I HAUE 5" : SCS CIFNIICSl +1J - 


BL 5110 POSITION 0,9!? "RIGHT SPELLING: " 

SIRSCS15iHW=lbl : GOSUB PK ! SC $=" ATA«I HA 


; b$ : Gosuo blhk 

S S75";HH=101 : GOSUB PK 


CM 512* ? ”131 NEXT INPUT AH INCORRECT SP 

KH 333* POKE 657.6i2 "PRESS THE JOYSTICK 


El 1 TNG ; ":? ; INPUT **1 E : C 9 : TF C9-"" THE 

TRIGGER" ! POKE 657,10:7 "TO TOSS YOUR D 


N 5110 

ICE" 


JH 5130 POSITION 0;i2:? "WRONG SPELLING: 

KO 3350 IF STRIG IB> =1 THEN 335* 


";C?EG05UB BLNK!? "ARE YOU HAPPY WITH 

DB 3355 IF CT>& AND CT/7-INT CCT/7J THEN G 


RECORD KB, "; N; " CY/N3 ?" 

OSUB GAH! IF KEY —6 9 THEN 7 CI1RS £125) ; 1 G 


RY 5140 GET »3,KEY:IE KEYO70 AND KEY 0 69 

OT0 3430 
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AMNESIA 


by Robert Stuart 

Try this superb ‘Concentration* type 
program that wilt test your powers to the 
limit This is one of the finest versions of 
this type of program ever seen on the 
Atari with some superb animated 
graphics and excellent music * 

Straightforward to play , lovely to watch 


The Issue 49 Disk contains this BONUS program as well as all tlw program listings from this Issue all 
ready to mm. Disk subscribers will have already received their disk but it is auatiabte separately for 
just £2.95. Treat yourself to one. Available from PAGE 6, P.0, BOX 54. STAFFORD , ST 16 1DR by post 

or by telephoning 07So 213928 and using your credit card. 


SPELLBETTER 


THEM 5X40 

TP 515* 505115 BL NK ' FOB V = 6 I* 12 STEP 3:P 
05ITI0N 8 t Y!’ BL&:NLKT Y ! POSITION O,L& 

! ? BL$ 

FR S1O0 TF KEY=7ft THEN FOR 9-1 TO 2S1S0UN 
0 0,50,10*LZ!NEKT D:SOUND O,»,O,0:GOTO 

see* 

FH 5170 50 500 DATSFQR D = 1 TO IS l SOUND 0,2 
8,16,12:NEHT DsSOUND **0,0,0:WENT N 

HU 5100 ? Ctifi$ C 1251 ; : fiOSlIB 6ft*;? "Ok lots 

sau# theH" 

HZ 5130 BS="SAVING 0N P “: t_N = 51B0 s TRAP 90«:G 
OSUB FHAN!OPEN Bl,8,12B,FTirS:f=lli605 
UB INOUT:SOTO 50 

an 5555 REN I ■SHIM 

EH 6BBB GRAPHICS 0I POKE 02,2: POKE 752,0:E 
NO 

CB 5*00 —----—- 

01 5010 DATA I PAY MY - ON THE BUS EVE 

RY DAY,,FARE,FAIR 

Dll 5020 BATA THE BOY ___ THE BALL . , THR 

EH,THROUGH 

15 303O DATA MOULD YOU LIKE A - OF CW 

OCOLATE?,PIECE,PEACE 

VI 5048 DATA __ ARE 12 MONTHS IN A YEA 

If. , THERE,THEIR 

HU 5050 DATA THE THIEF TRIED TO - THE 

BAG.,5TEAL,STEEL 

FM 906O DATA THE PUPPY MAGGED HIS --- , T 

AIL,TALE 

MU DATA ARE YOU ___— TO STAY UP LAT 

E?,ALLOWED,ALOUD 

ER 9080 DATA THE SUN SHONE IN THE - 5K 

V. ,BLUE,BL EM 


RR 3030 DATA I HOWE ONLY - SHEET LEFT., 

ONE,HON 

HZ 9LO0 DATA HE PICKED A _ IN THE GAR 

DEN . .FLOHEfl,FLOUR 

BO 9110 DATA THE HEATHER 15 ___ COLD IN 

HIHTER.,QUITE,QUIET 

PI 9120 DATA MY TEACHER _ME HOW TO R 

£AD.,TAUGHT r THOUGHT 

CV 9130 DATA THE POLICE CAME TO THE - 

. p SCENE,SEEN 

FT 9140 DATA DID YOU _ THE BUTTON ON Tfi 

E COAT?,SEH, SDH 

5K 3150 DATA THIS 13 MY .. HAND, ,RIGHT 

,WRITE 

LU 9160 DATA CAN YOU _ THE DOORBELL RIH 

GING?,HEAR,HERE 

HR 3170 DATA HE DUG A ™ _ IN THE GROUND 

.,HOLE,WHOLE 

Y2 3180 DATA WE ALL HAD _ FUN AT THE 

PARTY.,GREAT,GRATE 

HA 9130 DATA SHE WAS AN - LATE FOR 5CH0 

AL.,HOUR,OUR 

UP 3200 DATA I GOT A _BlKE FOR CHRIS 

TMAS,,NEW,KNEW 

VH 3210 DATA THE TREE HAS - UERY TALL 

., GROWN,GROAN 

TJ 922* DATA THAT BRIDGE TS MADE OF - 

.,STEEL,STEAL 

QM 3230 DATA THE VULTURE IS A BIRD OF - 

. , PREY, PRAY 

FS 9240 DATA SHE PUT A RED __ IN THE DA 

SE. ,ROSE,ROMS 

GE 3250 DATA HE BOUGHT NEW _-IN THE S 

HOP,,CL&THES,CLOSE 


***** 

. * * * 


iiiiiiiimiitniiittHimttMtimtmtt 


Great Graphics... 

Great Music... 

Great Challenge ... 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES ... 


SPEED ZONE 



f you're a about >m up 
fanatic, SPEED ZONE is 
going to go down a treat, 
It’s a no nonsense, dodge 'em 
and blast 'em vertical scroller 
of the traditional variety - no 
gimmicks, no frills. Just 100% 
fast-paced action! 

According to Mastertronic, a 
region of space known as the 
Sarek-Kholirlor Anomaly. Or 
'Speedzone' for short, is an 
area notorious for mysterious 
disappearances a sorl of Her 
muda Triangle in space. A 
survey ship has been de¬ 
spatched on a mission to in¬ 
vestigate the problem, but no 
sooner does it enter the 
Speedzone than an ominous 

-" 

Title: SPEED ZONE 

Publisher Masted ronic 
Price; £1.99 cassette 
Players- 1 
Loading: S'15" 

Reviewed by Paul Rixon 


blip appears on the long range 
scanners, Visual confirmation 
reveals an enemy vessel. bur¬ 
sting with armaments. Then 
more, and more ... Without 
delay, the survey ship's defer 
sive Starftne attack craft is 
launched, and guess who's in 
the cockpit?! Trigger finger at 
the ready ... The battle is onf 
As you’d expect, the purpose 
of your mission is simply to 
blast the ever-persistent 
waves of incoming nasties. 
They arrive on screen from all 
angles before lining up in for¬ 
mation and invariably swoop¬ 
ing menacingly towards you. 
You can move the vessel to all 
areas of the playfleld hut can 
only shoot upwards. If you fail 
to avoid collision wiLh an alien 
your energy level, denoted by 
a bar at the base of the 
screen, Is considerably re¬ 
duced, If you run out of ener 
gy altogether you lose a life, 
but fortunately there are two 
held in reserve. This 'double 


buffered' lives technique adds 
a great deal to the playability 
rating of Spcedzonc. 

The graphics are quite well 
done, although they could be 
a lot better. The background 
consists of a fairly simple 
scrolling starscape and a 
small topical symbol, which 
changes after each stage, On 
the first level it’s a planet for a 
Pancake?) and subsequent 
symbols include a 'Dr. Who' 
Police Box and a Satellite. The 
design of aliens and the SLar- 
firc ship is rather a visual dis¬ 
appointment, especially when 


compared with screen sliuLs of 
the Speetrash version on the 
inlay. It's a pity that program¬ 
mers of 8-bit conversions al¬ 
ways seem to ignore the Atar¬ 
i's superior capabilities, 

Sound effects aren't exactly 
overflowing in abundance but 
at least they’re of a reasonable 
quality. 

If you’re looking for another 
good shoot 'em up to add to 
your collection, SPE ED ZONE 
should be high on the list of 
possibilities. Minor gripes 
aside, this is one of Master!to¬ 
nic's better efforts. 





WINTER WALLY 


P ercy the Penguin has a 
peculiar problem! 
Whilst out for his reg 
ular mom in g stroll, he accide¬ 
ntally falls through a hole in 
the iec and becomes trapped 
in an underground maze of 
freezing caverns, fie desper¬ 
ately needs your help to 
escape from the dangers of 
deep crevasses, low-flying iec 
blocks and moving icebergs, 

In case you hadn't guessed. 
WINTER WALLY Is a platform 
game based on Penguin Per¬ 
cy's exploits to av r oid an Icy 
fate. The quest is divided into 


a series of individual screens 
and the objective on each is 
simply to work out the best 
(and usually the only) way Lo 
negotiate the obstacles with a 
combination of waddles, 
bounds and Jumps, The 
hazards require a pixel-perfect 
Jumping ability, an accurate 
sense of timing and in particu¬ 
lar a good measure of persev¬ 
erance, There's a time limit on 
each screen so you have to be 
quick too, although you can 
freeze the action if you want to 
take a break. Some of the 
ideas arc quite original but the 


problems are easily solved by- 
trial and error - especially 
since an undocumented fea¬ 
ture allows you to Select (hint) 
the starting level from the title 
page. At first the game seems 
quite addictive but the big dis¬ 
appointment comes when you 
complete the ninth screen and 
simply get transited 
straight back to the beginning 
again. There’s no endgame 
sequence and no increase in 
difficulty on the second cycle - 
so no incentive to play again. 

The author of Winter Wally - 
■Steve Macllwee - was also re¬ 
sponsible for Monkey Magic, a 
game reviewed in the last 
issue and also published by 
Alternative Software. Both 
products share the common 
characteristic of being good 
ideas that appear to have suf¬ 
fered through a rushed im¬ 
plementation, As far as the 
graphics are concerned. Win¬ 
ter Wally isn't exactly a mas¬ 


terpiece of visual engineering 
but its clear and colourful 
screen designs are no worse 
than dozens of ot her budget 
games ] could mention. The 
sound, likewise, is basic but 
adequate. 

It’s a shame that Winter 
Wally wasn’t developed into a 
comprehensive platform game. 
As It stands, the game will 
only appeal to those players 
who don't expect to progress 
beyond the ninth screen for a 
long while to come. If you’re 
the sort of person who can 
solve Bounty Bob Strikes Back 
without resorting to cheat 
codes. I’m afraid this one’s not 
going to challenge you at all, 


Title: WINTER 1 WALLY 

Publisher: Alternative 
Price: £1.99 cassette 

Players: 1 
Loading: 6'10" 

Reviewed by Paul Rixon 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAINES ... 


RUFF AND REDDY 



R -ijFF AND REDDY IN 

the space adven 

TURE is one of a new 
series of games from HI Tee 
based on famous Hanna-Bar¬ 
bara cartoon characters. With 
criminal 8-bit materia! in such 
short supply. Hi Tec deserve a 
lot of appreciation lor their 
continuing Atari support 
The space adventure begins 
when KufF and Reddy agree to 
test Professor Flipnoodles 
Pocket Rocket. At blast off 
something goes terribly wrong 
and the rocket spins wildly 
out of control, eventually 
crash-landing on a distant 
planet inhabited by small blue 
aliens called 'Lilli-Pnnies 1 , 


Title: ftUFF AND REDDY 

Publisher: Hi Tec 
Price: $2-99 cassette 

Players: 1 

Loading: 14'30" 

Reviewed by Paul Rixon 


These turn out to be anything 
but friendly and tell Ruff that 
lie won't see Reddy again un¬ 
less he can rescue all the Ldlli- 
Funies who’ve gone astray 
whilst exploring their planet. 
Without much of a choice. 

Ruff embarks on the hazar¬ 
dous search to help free his 
friend. 

The game is a multi screen 
arcade adventure set over four 
areas of the alien planet. Each 
level includes puzzles to solve 
and varying amounts of aliens 
to collect. There are also 
bonus objects to watch out lbr 
but the important thing is to 
find all the Lilli- Punies before 
the count-down timer hits 
zero. Naturally there are plen¬ 
ty of obstacles too and you 
need to figure out a way of 
negotiating these without 
making contact. You only have 
three lives in reserve and 
when these are gone, you’re 
forced to re-start from the very 
beginning. The first level Is 


reasonably easy after a hit of 
experimentation but the sub¬ 
sequent stages become in¬ 
creasingly more complex. 
Although the graphics are 
generally very good, they’re 
not a patch on the C rummy - 
dore screen shots shown on 
the cassette inlay - as we all 
know, there can be no expla¬ 
nation for this other than a 
lack of programming effort. On 
the plus side, the joystick re¬ 
sponse is excellent and page 
flipping between screens is 
very fast - as of course it 
should he! It s also very 


pleasant to encounter some 
music and sound effects of the 
high standard that has been 
sadly lacking from many re¬ 
cent budget offerings, 

RulT and Reddy is a hugely 
addictive, fun and well imple¬ 
mented arcade adventure of 
the sort that hasn’t been seen 
for far too long. Next issue, 
we'll take a look at another 
release In the scries. Yogi’s 
Great Escape. Keep an eye 
open for Hong Kong Phoney 
and Atom Ant - both are said 
to he coming soon for your 
Atari. 




MAD JAX 


A nother in the series of 
Red Rat Software re- 
releases from Hyte 
Back. This particular one was 
due to be called Death Racers 
hut Atlantis Software pipped 
Red Rat to the post with a 
similarly titled package, so it 
had to be re-named. 

MAD JAX is described on the 
cassette inlay as an ‘adrena¬ 
line pumping, heart stopping, 
hard driving, baddie stomping 
shoot-em up’, but don't get 
too excited or you could be in 
for a disappointment. The 
story explains that the earth 


has finally succumbed to 
man's destructive influence 
and the remaining humans 
have been forced to set up 
domed cities to escape the 
surrounding radiation, These 
are now being attacked by a 
mysterious aggressor and 
you’ve been asked to go and 
put a stop to the nonsense. 
The game could be described 
as a horizontal version of Spy 
Hunter your objective is to 
steer a vehicle through a con¬ 
stantly scrolling landscape 
whilst avoiding or eliminating 
the inevitable motor maniacs 


you meet en route. Unfortun¬ 
ately, in addition to travelling 
at the speed of a learner com¬ 
bine harvester driver on a par¬ 
ticularly iey day, your vehicle 
has the considerable disability 
of a fuel consumption to 
match - and that's assuming a 
very leaky fuel tank! It’s there¬ 
fore vitally important, to keep 
an eye open for extra supplies 
and to be especially careful 
not to mistakenly destroy 
them. Additional lives and 
weapons can be obtained 
similarly by driving over the 
corresponding symbols. AL 
first you're armed with a slug¬ 
gish front-facing cannon but It 
can later be upgraded to pro¬ 
vide rapid-fire in two dlrec- 
tions. 

Towards the end of each 
stage the vehicle enters a twis¬ 
ty ‘city’ section where the aim 
Is to dodge a series of moving 
barriers - there arc no adver¬ 
saries here but no fuel sup¬ 
plies either, so if you forget to 


fill up in advance then you’re 
heading for disaster! Succeed 
in reaching the base at the 
end of a stage and you move 
onto another where the nas 
ties become a little more 
vicious. The scenery, however, 
remains almost identical - the 
graphics and sound in general 
leave considerable scope for 
improvement. 

Mad Jax is by no means a 
bad game bnt it’s not as 
appealing as some of Red 
Rat’s better known releases. It 
starts off rather slowly but 
gets more interesting in the 
higher levels, so perseverance 
is the key to getting your 
money's worth of enjoyment. 


Title; MAD JAX 
Publisher; Byte Back 
Price: 42,99 cassette 

Players: 1 
Loading: 15'30" 

Reviewed by Paul Rixon 
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TOP 10 CASSETTES 

F-15 Strike Eagle Sold Out 

■Kick Off... 

7.95 

Hawkquest .. 

. 7.95 

Mig Alley Ace. 

. 7.95 

Plastron .... 

. 7.95 

Time and Magic. 

. 9.95 

Colossus Chess IV 7.95 

Spy vs. Spy Trilogy , 

. 7.95 

Black Lamp. 

Sold Out 

Platform Perfection . 

. 4.99 

GAMES 


Cass. Disk 

Kick-Off . 

7.95 11.95 

Smash Hits 1 - 4 &. 7 (each) 

6.99 

i ivlng Daylights .... 

2.99 4.99 

Spy vs Spy Arctic Antics ... 

2 99 3.99 

Spy vs Spy Trilogy . 

7.95 9.95 

Polar Pierre . ,, ... 

4.99 6.99 

Mr Robot . 

4.99 6,99 

Rets Lvrae . 

4.99 6.99 

Bouldcrdash 2 . 

2 99 6.99 

Arkaneid . 

9.95 

Traiitjiazer . 

9.95 

Sale Flight . 

7,95 

Spyhu nter . 

6.99 

Rescue on Fractulas . 

6.99 

RallFjlazer . 

6.99 

Rampage . 

6.99 

Platform Perfecliofl . 

4 99 

Spindizzy . 

2.99 6.93 

Toucnddwn Foolhall 

6.99 

Spitfire 40 . 

6.99 

Oraeom® . 

2.99 6.93 

D niltJ .... 

4.99 

Brian Clough's Football Fort. 

6 96 12.95 

Pooyan . 

4.99 4.93 

European Super Soccer . 

499 

Hard Hal Mac 

4.99 

New York City . 

4.99 

Crumbles Crisis .... 

4.99 

Freaky Factory . 

4.99 

Starquake .. 

4.99 

Preppie 2 . 

4.93 

Laser Hawk . 

4 99 

ColOSSuS Chess 3 ... 

4 99 

Sidewinder . 

4 99 

Joe and 1 lie Nuclear Caverns 

4.99 

Nuclear Nick . 

4.99 

Knockout Boxing . , 

4 99 

Sinister ... 

2.99 

Cuthbcrt Goes Walkaboul 

2 99 

Mig Alley Ate . 

7.95 9.96 

Winter Events ... . 

9-95 

Night Mission Pinball . 

6.99 

Jump Jet . 

6.99 


international Karaite , 

PtatDp ii . 

Montezuma's. Revenge 
Alari Compilation 


4.99 


6.99 

6.99 

4.99 


15 games 
ftauntlsl +■ 


Star Raiders, Tennis etc), 
Deeper Dungeons 9.9& 


TOP 10 DISKS 

Flight Simulator 11 .... 

14,95 

Silent Service. 

9,95 

Sargon III Chess. 

6,99 

□raconus .. 

. 6,99 

Kick Off. 

.11,95 

Mini Office 11 14,95 

Hawkquest. 

.12,95 

Infiltrator .. 

6,99 

Plastron ---- 

. 9,95 

Bop ‘n 3 Wrestle. 

6,99 

ADVENTURE-STRATEGY 

Flight Simulator il 

Cass- Disk 

14.95 

Flrght Sim. SCdritiry Disks 
Nos 1-7 each . 

9.95 

Question . 

9.95 

Plena or Fire .. 

7.95 

Hollywood Hijinx ... 

9.95 

Jlnxier . 

9.95 

Time a M-agik . 

11.95 11.95 

Lurking Horror . 

11.95 

Ingrid's Back . 

11.95 11.95 

Knight Qrt .. 

11.95 11.95 

Cloak ot Dealh . 

2.99 

Gutts-ilnger . 

Eternal Dagger . 

9.95 

14.95 

Theatre Europe . 

11.95 

Garner Force . 

16.95 

Panzer Grenadier . 

16.95 

Rattlecrusier . 

16.95 

Warship . 

19.95 

Vietoam . 

9.95 

Conflict in Vietnam . 

11.95 14.95 

Crusade in Europe . 

9.95 

Decision in the Desert . 

11.95 14.95 

Colossus Chess 4 . 

7.95 11.95 

Kennedy Approach . 

a.95 12.95 

Hawkquesl . 

9.95 16.95 

Cutthroats . 

9.95 

Zork 1 . 

9.95 

The Count .. 

4.99 

PiratE Adventure 

4.99 

Soapaghosl 

12 9b 12.95 

Silicon Dreams ... . 

7.9b 9.95 

Jewels of Darkness . 

7 9b 9.95 

Rebel Charge .. , 

10.95 

Super Huey .. ... 

9 9b 11.9b 

LarlcaFot 

11 9b 

SargOri III Chess .. 

6 99 

Gettysburg ... 

19.95 

Knights ut the Daserl . 

9 95 

Nato Commands i . 

9.95 

U.S.A.A.F ... 

Ti.95 

Colonial Conquest . 

16,95 

UTILITIES 



XL.XE CARTRIDGES 


Missile Commantl . 7.95 

Star Raitfem . 7.95 

Galaxlan . 4.99 

American Fool ball 7.95 

Tennis . 7,95 

Food Fight .... .......... 4.90 

Donkey Kong . 7.95 

Pals Position . 7.95 

Ms. Pacman . 9.95 

Star Raiders II . 0.95 

Lode runner . 7.95 

Barnyard Blaster (Ughtgun) . 7.95 

One on One Basketball . 7.95 


BattlozLinE 


7.95 




Disk 

Mini Oil ice ll . 14 95 

Atari Writer Plus . 29.95 

Planetarium . 16.95 

Cut "n f Paste . -9.95 

Vi&icalc . 9.95 

David's Midiliyhil Magic . 7.96 

Archpn 7.95 

Rescue on Fractulas . 7.96 

Mon n Patrpl .. 7-95 

fiobolron 3064 . 7.96 

Joust . 7 05 

H.E.fi.0. 7.96 

River Raid .,, , 7.95 

Mesja Mania . 7.9S 

Dffiadnaught Factor . .. ., 7.95 

Designers Pencil . 4.99 

Rally Speedway _ 7.95 

Eastern Front 1941 . 7.95 

Skywriter . 4 99 

Qta .. 7.95 


FULL RANGE OF ATARI2600 
CARTRIDGES IN STOCK 


TOP 10 ROMS 


Designers Pencil .......... 4.99 

Pacman... 7.95 

Archon... 7.95 

Galaxian... 4.99 

Star Raiders .. 7.95 

River Raid.. 7.95 

Pole Position... 7.95 

Star Raiders II ... 9.95 

Donkey Kong Jr. ........... 9.95 

Food Fight ..„ 4.99 


TOP 10 BUDGET 
CASSETTES 


Space Rider Jet Pack Go,,,, 2,99 
Yogi & The Greed Monster.. 2.99 
Blinkys Scary School... 2,99 

Jot Blade II ,„. 2,99 

Yogi’s Great Escape. 2.99 

Head Over Heels.. 2,99 

Sidewinder II .. 2.99 

Boulderdash IV. 2,99 

Chuckle Egg .. 2.99 

Football Manager ......... 2.99 


BUDGET CASSETTES 


Zeppelin 

□raconus 




2.90 


Mi rax Force ... . 2. 90 

World Soccer 2 99 

Phantom .. ? 99 

Zybax . 7,99 

Speed Ace .. a .93 

Las Vcgaa Casino . 2.93 

Fiuit Machine 2.99 

Sidewinder . 2.99 

Fantastic Soectr .. 2.99 

Kenny Dalglish Soccer Manager 2 90 

Nin|a Commander . 2 99 

Blinky's Scary School . 2,39 

Joeky Wilson Darts . 2.99 

The Living Daylights .. . 2 913 

Mountain Bike Racer . 2.99 

hi-Tec 

Spy vs. Spy ..? 99 

Spy vs. Spy Island Caper . 2,99 

Spy vs Spy Arctic An Lies . 2.99 

Etouldardash IV . ... 2 90 

Space Rider . 2,99 

Yum & The Greed Monster . 2 99 

Ruft 'n' Reddy . 2,90 

Yogi's Great Escape . 2 99 

Byte Back 

Rebel Knights . 2 99 

Jet Bool Jack.. 2,39 

Tlmeslifi . 2.99 


As trod retd 
Speed Run 
Spate* Lobster 
Fighter Pilot 
Dreadnaught 
Space Wars ... 
Planet Attack 


Reulelle Simulator 
Commit Pirate 
warcopter 


Exploding Wall 
Utile Devil 
Tomahawk 


2 99 
2 99 
2.99 
2 99 
2 99 
2 99 
2.99 


Mad Jax . . 2.99 


? 99 

2.99 

2.99 


Screaming Wings . 7 09 

.. . 2.99 

2.99 

. 2 99 

Codemaslers 

Fruit Machine Simulator . , 2.99 

S MX Simulator . 7.09 

Transmute r .. 2.99 

Red Max ........ 2.99 

Grand Pnx Simulator . 2 09 

Advanced Pinball'Simulator . 2.99 

KfXX 

Gauntlet . 2.09 

Footballer Ql the Year . 2.99 

Hardball . 2.99 

Hit Squad 

Green R*nei 2.99 

Arkanoid .. 2.90 

Head Over Heels . 3,90 

Atlantis 

Dawn Raider . 1 90 

Death: Race . 2.99 

Pro Gdir 2.99 

Panik... 2.90 

League Challenge .. 1.99 

Pel Hole PCto . 1.99 

Spooky Castle ... 1.90 

Daylight Bobbery ... 1.99 

Titan . 2.99 

Periscope Up 1 99 

2.99 

1.99 


Encounter 
GunlighLur 

Crack Dp .. . .. 1 m 

Survivors .... 2.99 

Cups 'ft' Robbers ... 1.919 

Alternative 

Leapster .109 

Monkey Magic .. 1.99 

Soccer .. ,,,... ....,. 1 99 

CasileTop ...... 1 0g 


who Dares Wins II ...... ?. 

Spindizzy . 2 

Pro Mountain Bike . 7 

A San sc ft 

Speed hawk . % 

Twilight World . 2 

Heartache ...... 


2 !■ 


.99 
.99 
.99 

ThumderFex .. 2.09 

SNngshet . 7 09 

Advertturesofl 

10 Little Indians . 2. 

Secret Mission .. 2. 

Arrow of Death 1 . 2. 

Arrow of Death 2 .. 2. 

Golden Voyage . 2. 

Mystery Fun House . 2. 

Strange Odyssey . 2. 

Wizard el Akyrz . 2. 

The- Tima Machine . 2. 

Adventureland ... 2 

Circus . 7 

Escape from Pulsar I . 2 


Perseus and Andromeda. 2 

The Couni ., ,, 2 

Voodoo Caslle . , 2 

Waxworks .. , 2. 

Firebird 

Video Classics . 2. 

Malta Blatta . 1 

MtoroRhythm . 1 

Thrust . 1 

Chimera . i 

Players 

Stratosphere . 1 

Tanium . 1 

Dizzy 1 Dies . 1 

Bubble Trouble ... t 

Joe Blade il . 2 

Miscellaneous 

Star Wars . 2 

FOoiball Manager . 2 

Superman . 2 

River Raid .. 2 

Tapper .. 2 

Chuckie Egg . 2 


99 

09 

99 

99 

99 

99 

99 

99 

99 

99 

99 

09 

09 

99 

99 

99 

99 

99 

99 

09 

.09 

.99 

99 

99 

99 

09 

99 

99 

09 

99 

99 

99 

99 

99 

99 

99 

99 

99 

99 


Tank Commander . 1 

Pogotron . 2 

Boulderdash . 2 

Buuldcrdash It .. 2 

Darts .. 1 . 

Sysiem b Pools . 2 

Turt Form , . 2. 

Maslertronic 

Mastcrchcas .. 1.99 

Protector ..... 2.99 

ftevengf; II ... . 2.99 

Crystal Raider .. ........ . 1.99 

Amaurolfl ... .......... 2.99 

Action Biker . 1.99 

Vegas Jackpol .... 1,90 

Kikslart . 1 90 

Colony ... 1.90 

Feud .. 1.99 

Invasion .... 1.99 

On Cue ... 2.99 

Last Vfi ...2.99 

Mutant Camels . , 1.90 

Milk Race .... .. 1 90 

Frenesis . 1.99 

Panlher . 1.99 

Sidewinder || . 2.99 

Despatch Rider ... ..... 1,39 

Hover Bower ..... ijsj 

Molecule Man . .. .. 1.99 

Gun Law ... .... l.gg 

Speedzone . 2,99 

Ninia . 2,0§ 

C ii:;toi.isturs . 7 09 

Henry's House T 09 

tact! . 2.99 

Bombtusion , .. 1.99 


219/221 Cannock Road, Chadsmoor, Cannock, 
Staffordshire, WS11 2DD 
Telephone {0543} 466577/8/9 


Arid SOp lo orders loss than £ 5.DC. All prices cored a( 
lime at going in press. Access di Visa orders welcome. 

Please add El per Mem for overseas 
Please make Cheques or Poslai Orders payable to 
"MILES BETTER SOFTWARE" 
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8-BIT GAMES ... 8-BIT GAMES ... 8-BIT GAMES - 




O ne of the unexpected 
side-effects of the de 
cline in commercial 
8-bit support is the improved 
availability of software that 
might have otherwise been 
forgotten in the mists of time. 
MAXWELL’S DEMON and 
MEMORY MANIA were re¬ 
leased as one package by US 
company Gentry Software In 
1983, both games having pre¬ 
viously appeared on the I Jala- 
soft label. It's one of several 
titles that have recently be¬ 
come available in the UK at 
greatly reduced prices. 

The concept behind Max¬ 
well’s Demon couldn't be sim¬ 
pler. It consists of a blank 


Title: MAXWELL'S DEMO 

Publisher: Gentry Software 
Price: £4.95 disk 

Players: I 
Loading. N/A 

Reviewed by Paul Rixon 


screen with a solid border and 
a central vertical division. 
Bouncing around the screen 
at high speed are a number of 
solid and outline circles, rep 
resenting hydrogen and 
helium molecules. The pur¬ 
pose of die exercise is to sepa¬ 
rate the two molecule types 
into their respective halves of 
the screen, by first positioning 
and then opening a ‘Demon 
Gate' in the central division so 
that molecules of one element 
can pass through to the other 
side, Obviously, you have to 
be careful not to allow die 
wrong type through. In case 
you're wondering why anyone 
should want to separate 
helium and hydrogen mole¬ 
cules, the answer is that Max¬ 
well’s Second Law says it can 
be done (although It doesn’t 
say it’s easy!) and this is your 
chance to prove it. And doesn’t 
it make a relaxing change 
from zapping aliens? 

Memory Mania is based on 


the popular sliding-tile picture 
puzzles. There are a number 
of pictures stored on disk and 
having selected one you can 
choose the number of pieces 
you'd like it broken Into. Hit 
the button and Hey Presto! - 
all the bits get thoroughly 
scrambled up, leaving you to 
sort out the muddle by man¬ 
oeuvring the segments into 
their original locations. 11 you 
get stuck you can cal! up the 
completed view or if it's getting 
late (isn’t it always?) a partial¬ 
ly solved puzzle can be saved 
to disk for continuation at a 


later date. 

Both Maxwell's Demon and 
Memory Mania use high re¬ 
solution graphics and the 
technique known as ‘artifact* 
ing’ to achieve extra colour. 
This trick Isn't too successful 
on the British PAL TV system 
and the result is a stripy 
black-and-white display, but it 
doesn’t really detract from 
game play. Both games are ex¬ 
tremely straightforward, but 
in terms of addictiveness and 
lasting appeal they have got to 
be recommended. Mind you 
don't get hooked! 



N ot one, not two, but 

FOUR GREAT GAMES 
from Tynesoft. Well, 
that's the claim on the pack 
aging anyway - predictably, 
some of the games turn out to 
be greater than ethers) 
PHANTOM is unquestionably 
the highlight of this compila¬ 
tion. The game is set in a 
scries of buddings which arc 
viewed from overhead to reveal 
a maze of rooms and pas¬ 
sages. As a professor of astro 
physics specialising in psychic 
phenomena, your mission is 
to battle through hoards of 
ghoulish inhabitants to reach 


a transporter in the basement. 
You can zap the apparitions 
with a blast from your nuclear 
accelerator’ buL isotope power 
re-fills are few and far be¬ 
tween. Alien contact results in 
the rapid increase of your 
ECO rate - if It exceeds 99 you 
become a ghost yourself! The 
tendency of nasties to sudden 
ly appear where you can’t 
avoid them is a trifle 
annoying, but excellent music 
and graphics compensate for 
the loss in p lay ability . 

For those who’d prefer some¬ 
thing more traditional, RK 
BOUND Is an original adapta¬ 


tion of the old VCS favourite 
Tennis, The basic idea Is to 
keep a ball bouncing back¬ 
wards and forwards between 
two players who are each 
equipped with a Joystick-oper¬ 
ated bat. The unique feature 
of Rebound is that the screen 
is split into two halves, giving 
each player an end-on 3-D 
perspective viewpoint. The 
court is bordered by humor¬ 
ously animated spectators and 
the intro screen accompanied 
by a super tune by Richard 
Munns, whose previous work 
has featured in several Red 
i^al titles. 

In COUNTDOWN you're en¬ 
rolled to help Commander Zak 
dodge radioactive particles as 
he attempts to collect the 
necessary tools to disarm a 
deadly bomb. At First the task 
seems a doddle but on higher 
levels there are roaming nas 
lies, hidden loulsand several 
other distractions. The fourth 
game. CANNIBALS, was first 


released in 1983 by Birming¬ 
ham-based Callsto Compu¬ 
ters. It’s a ladders arid levels 
game similar to Broderbund's 
Apple Panic, which was re¬ 
cently cloned by Atlantis. Your 
job is to guide 'Arthur' around 
the platforms, dig holes to 
trap the pursuing nasties and 
wait, in readiness to whack 
them over the head with a 
shovel, Despite the game’s 
age. Lhe graphics are surpris¬ 
ingly good! 

Four Great Games? Well, not 
quite, but certainly a great 
value-lor money package at 
under a pound for each title. If 
you don't have Phantom or 
Rebound, this compilation is a 
must! 

Title: FOUR GREAT GAMES 3 

Publisher: Microvalue 
Price £3-99 ca$$ette 

Players.: 1/2 
Loading: 11 45'' (max) 
Reviewed by Paul Rixon 
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contact... contact... contact... contact 


FOR SALE 


mags 4 BITS: PAGE 6 mags 3 Lo 
£0 and 22 lo 35. Alan User (not 
ST| Vol.l NO. 4 10 VOI 4 No' 7 '12 
par vol.'. Parallel interface- 8-oit 
Atari tip printer Reasonable- offers. 
Phone Stoke-an-Tren: 0782 
312662 

XL SYSTEM: Atari BOO XL, XC12 
and Phqnemark recorders. 1 ;oyS- 
tidk, 140+- games. cass. and cart. 
Mags Sell ■‘or £ri0Q Write 25 Phi- 
lp Road Kerdray. Barn-stey. S. 
Yorkshire S7-0 3HR 

SOPKL: Atari BGOXL with 1010 data 
recorder, 2 |OyStiCkS (one Qojpk- 
5h0t!'. various magazines, £239 
worth oF games. Wi sell lor £140- 
Buyer co'-lacts or splits poslaga! 
contact Mich (0736) B32209 attar 6 
pm 

1029 PH1NTER: Atari 1029 printer 
plus IP Pont and Pn.mers Delight, 
LtiS. Tel. John on 021 745 2256 
evenings 

XL SYSTEM: BOOXL computer 
With XC12 date recorder, 1050 
disk drive, over El50 worth of 
games (disk and cassette) ptius 
venous magazines (New Alan 
User ate.), manuals. £220 O n o. 

Will not spi t Tel. 0602 72460 

13QXE SYSTEM: 13DXE, XF551 
drive 1029 printer witn 2 spare 
ribbons, touch table!, all leads, 
manuals, boxed as new. Mini 
Office It. Alanwnief-K 10 Pnn|. 
Family Finances, Home Filing 
Manager. Mastedype. Soto F’.*ght 
and cLhor games- £250 o.n.o. Nc 
splits, buyer collacte Write 1c R.S 
Gibson 30 Hchmond Road. West 
Wlmbtedeo, London, SW23 9PG 

DISK DRIVES; Two 1050 disk 
drives, 130XE computer (some 
keys ncl working;. 600 computer, 
manuals, dust covers and ever 3D 
boxed original disk games, &eil for 
El50 No spirt if poss. Buyer col¬ 
lects. Tel Runcorn (Q929I 56054:0 

8-BIT BARGAINS: 1050 disk 
drive, immaculate, DiSks/DOS, 

£95 CX65 pKig-in keypad and 
Bookkeeper Accounts disk system, 
excellent, £30 Atari lighlpen. sty¬ 
lus, graphics ROM, manuals Ott 
E25. Microsorf Ba&c. £10. 

Assem bler and manual E10. Plus 
more. Details Tat 0743 549094 

BOOKS & SGFTWAHE: Sound & 
Graphics. 130XE Machine Cede 
books, £10. Rare wargemeS (cost 
£35+ each), iKarnpgfuppe. Sons ot 
Liberty. Battle Ol Shiloh elc. £23 
each. Paperclip, Taut Wizard, Syn- 
lile. Xlent word processors and 
databases plus disk games. £4. 
Cassettes, E1-SQ (originals onty). 
Details 0743 £40094 

FiGuKL: Atari 5O0XL : Revision C 
OS;,, £30 inc Phcrie Mike Oh 0302 
934410 

XL SYSTEM: 8QDXL computer. 
1-050 disk dnve, XCl2 data recor¬ 
der Atari Artisl and Touch Tabttfl, 
Trakfiall. 2 joysticks. games on 
cassette and disK. E2GO o.n.o. 
Phone 0225 33140?. niter 6pm. 
Buyer ccrieds or pays postage 


XE SYSTEM: G5XE computet, 

1D5D disk c rive. 1029 printer with 
spare nbbon, XCl 2 cassette Iwo 
joysticks, educational ano games 
on many disks and cassettes All 
power packs leads books and 
manuals. Also two 6Q0XL compu 
lers. Will sett lor £300 or will split. 
Please phone (0305) Dorchester, 
Dorsal 052276. Ask tor John, 

GAMES: Compendium uF 20 
games and utilities commercial li¬ 
tas. All formats. XL'XE soltware 
indue ng NatO Commander, Turbo 
Basic anc Dracoous. All boxed 
with instructions. £35, no splits, 
Phone Richard OBI 570 0639 alter 
6pm, 

MAG5 $ CHIPS: Atari User mage 
z;obs and games. 29 original 
games on disk plus 7 utilities, £35. 
4G 2£6k memory chips.. 50p each. 
2C 255k -SIMMS, £3 each. All 
o n.o. Phone John 3903 Si 5240 

BOOKS ETC.: Touch Tablet With 
Aiar Artisi ROM, original box £20 
First XLenl Word Pr-ooessor, 
Speedscripl 3 1 (inc Compute 1 
disk), Mini Office II. £10 each. Fin 
ball Carstrucbon SOI. CoVJUrs- 
pa.ee First Steps With, The Mr. 

Men, £5 each. Pa nt, £3 Bocks In 
mini condition ■ Revised Mapping 
The Atari, Tech Ref. Noies.’DpO" 
aling SySlam/ Hardware Manual, 
Third Rock gf Atari. SAMS Atari 
430-606 Programmer Reference 
Guide, Sio each. Tet. (0742) 

561665 (evenings) 

CASSETTE SYSTEM; 55X6. dole 
recorder, Ids Of magazines, £15C 
worth oF giarr-es. Buyer must col¬ 
lect. £175. Phone 804 7020 after 7 
pm ask for Glenn 

HARDWARE: 130XE ino.Compu^ 
!ar House Contidter card. XC-t£ 
cassette deck £65. P R: Connec¬ 
tion seriati'paraftel interface £45 
Realoy PBit sampling kit, £M. 
Graphix AT Printer t/F E2C Maga¬ 
zines ■ PAGE 6 Issues 2 - 35. Atari 
Monitor 5,6 and 3-21, Alan User 
1 - 42, 17 early Ante mage, 75p 
per magazine P ng Kelvin 0293 
776406 

XE GAMES: 19 cassettes for £40. 
No spills. For full list write to Tsc-e* 
Yin. 16 Hgh Street. Grimethorpe. 
Barnsley, s. Yorks. S72 7LS 

000 SYSTEM: Alan 300 (43k) 41C 
pre-gram recorder. £50 interface. 
1050 disk drive, Base Assembler 
Editor and AlanWnie^ cartridges, 
□DS and Microbasic disks £ Sun- 
com Slik Stick joysticks, many 
books arid magazines and odd- 
menls. Otters over £150. Colour 
Monitor (El GO; and Smith Corona 
Quality printer (£200) also avail 
able Reduction Idr -whole pack¬ 
age Write lo Mr E. Rice 66 Ver 
nan Drive. StanmOrO. Middx:.. HA7 
2BT. Phone OBI 427 3034. 

1XE SYSTEM; Includes 130XE 
XCl£ reoorder. rr-anuat adapter 
ard all IHe ICOdB. cables ere OFte- 
a'so includes 27 games arid Simu¬ 
lations worth up 10 £00- Aii Ihe 
equipment pius games a'e in ex¬ 
cellent working order. A' lor £ 150 
Phene 051 S3 1 6209 (evenings 
only) Buyer collects (Merseyside 
area) or pays lor poslage. 


30X.E SYSTEM; 130XE 120k com¬ 
puter, 1050 disk dnve, XC12 date 
recorder 1D27 letter qua ily prinlar 
with ink. two 1 027S nd working for 
spares, lots dl magazines, some 
Alan User PAGE 6 Irani Issue 1 1C 
date, Ids ol sOriware on disk, rape 
and cartridge p us serious soil- 
ware. Everything lui y bC-Ked nc. 
all manuals and joystick. £23-3 
0 n.o. the lot. Fnona Dean 021 472 
0073 after 5pm 3 -nrf at weexends. 
Must sell! 

COMPLETE ATARI SYSTEM: 

130XE, 1050 disk dnve. 1027 latter 
quality printer and kCll caasarie. 
Huge box of manuals. magazfiOS, 
software inc. Mir: Office, Buyer 
oollBClS (Es&esj-, £200 o.n.o. Tel 
0702 $16512 

XE CONSOLE: Keyboard, XC12, 
10tQ (faulty!, 3jcySliCk&. Ilghlgi.n, 
100 - games. 7 manua s. loads df 
mags, leads, calalogs, all boxed, 
all original, adventure maps, 
Assembler Editor worth £4CO+- 
Sell for £170. Buyer CQ*SClS, Tel. 
(025$) 477740 (Simonl 

VARIOUS: Mercenory Second 
City. Alternate Realily, Music Con- 
st'uciitjri. Mapping The Atari. E5 
each, Pawn, Z-ork I £7.50 each 
MGII, AtariWriter Plus, EIQ each. 
Magazines m binders, 6 at E4 
each. Plus books. POMS. C Ian 
guage. Swap lor HltCh-Hrsete- 
Buyer collects c-r pays postage 
Clive. 0903 755452 evenings, 
weekends 

XL SYSTEM: S00XL compiler, 2 
XCl 1 data recorde-s. 1020 printer 
poller. 2 joy£liCk&. 50 games and 
all ihe necessary leads. £120. C 
Cortcri, 9. The RkJgeway, Hitchin 
HeriS. Tel 0452 435225 

1029 PH INTER: Programmable 
dot main* ponder lor Alar 8-bit 
machines. E*cal enl condition, n- 
cludes manual, spare ribbon and 
onginal packaghig. £75 o n.q, (in¬ 
cludes postage)- Tel Alan on 
(0269) 593935 alter G pm 

COMPLETE SYSTEM: Atari SCO 
plus cassette. 6G0KL plus 1050 
disk dr ve plus cassette paddtes. 
jayslick. Technical P.el*rence 
Notes. D* Re Alar, 2 Corripute! 
books, tepe and disk software, 
magazines. £295 o.n.o May split 
Reaa ng (Q734:> 426319 evenings. 

XL SYSTEM: (SOOXL. 1050 disk 
cFrve and Phonemark and 1Q1P 
data recorders Lpte of games on 
disk and tape olus isysCiciS. teads. 
manuals, disk bo* and many 
issues of Ateri User and PAGE 6 
Very goed COrxJiten, £150 o n o 
phone Graham on (0543) 671200 
after 6 pm. 

XL SYSTEM: 30OXL, 105-0 dig* 
drive. Atari ano Comp-elnian Fro 
joysticks, disks. Jewels Ol Dark¬ 
ness. Trivial Pursuit elc. ROMS: 
Rally Speedway, Pacman etc. All 
V.G.C. £70 e.ri.p. Phone Sieve 
0243 37369S 

MAGAZINES: Good home wanted 
lor PAGE 6 Nos 1 - 43 and Atari 
User Vol 1 No, 1 td Vol -3 No. 3 
wdh binders. All Iree lo lirsL one 
who collects Ring 051 483 2430 


XE SYSTEM: 65XE, XCl 2 rilled 
wrrih Ram&n, £350 worth of solt- 
ware. 3 joysticks. IrackbaK, 1020 
printer, magazines and some 
soare-s Evcrylhr^ OoxeO. £160. 

Mr D Woods, £4. Eeaglttewbcd 
Rose, Pembury, Ke-nl. TN2 4HX. 
Phone- 059992624766 (avanings) 

ATARI SYSTEMS: 6O0XL 65XE. 
XF551 disk drive, 2XC12 recor¬ 
ders, over £400 worth of soltwarc 
includes leads, manuals a>nd 
POMS. All for £195 o.n.o. for quteh 
sale Ho sptls. Phipne 0659 40269 
aver: -gs and weekends. Buyer 
collects or pays postage. 

XL SYSTEM: BQC'XL With Conlrdl- 
lercard. 1-35G diskdrive. 1,029 
printer c-assetle deck, touch tablet. 
£4.000+ iPltware inc. business 
and uliiities. spare disks etc. A* In 
sjparb condition t cc much lo list. 
£359 P.v n.p. Will split. Phone 
John 0354 54010 

F-15 STHIK.E EAGLE: F-lSSlnke 
Eagle slmulalor, XUXE cassette 
complete -with manual. Duplicate 
gill, never used. £5.50. Phone 
$70£ 5162CO 

ST SYSTEM: 52CSTFM with D/S 
disk drive, mouse and mat. joys 
tick, dust cover messes of sott- 
ware- inc games, word oroces&OrS, 
databasBB, RPG's etc. In Icokab 1 '!? 
bo*, all manuals, everything in im 
maculate condition. £205 Ring 
(East GrirlStead) 0342 327072 

MAGAZINES: PAGE 0 Nos. 7, 10 , 
12 - 23, 29 ■ 36 Momlor Nog. $. S 
14; Atari User lirst £0 issues. Tul 
0272 620640 

ST SYSTEM; 52QST compule' 
and mouse with Panasonic KX- 
3131 daisy wheel pointer. Cumana 
second drive. SAGE Accountant 
business program (wdrth 5(1001, 17 
lu'lly bo*ed games. At; in immacu¬ 
late condition OHarS E375 0 .n.p. 
Tel. Cannock (0543) SQ5644 

XE SYSTEM: 6GXE pack with 
XC12 daiacerddi 2^oyg|icXs. £60 
worth of games and loads ol (old) 
mags. £65 Tat. 0666 503712 

XL SYSTEM: 000XL 1050 disk 
drive, 1027 printer, att boned Vlsi- 
cafe. joy&lick. 4 ROM games, 
-various disks, oocks etc £175 
Tel. Sieve James fln nsi -334 5552 
afler $ pm. 

XE COMPUTER; 65KE With XQ12 
daiacorder and iwo joysticks. Over 
£100 worth of games, tn O^cellenl 
condition Wilh engine beiges. 

Otters around £103 olease Ring 
Horihampton (0604) 552181 or 
wnte to Tgm Dickerson 61. SlOkO 
Road. Ashiton, NOrthanls NN7 £JN 

MAGAZINES: PAGE 6 No 2 (Feb 
63), Anlio Vol. 4 No. 2 (Jun 85) - 
0F|i&rs7 Atari Trakhall - £7, First 
XLent Word Processor £15 
Prices inc. P&P Wzitelo Paul 17 
Spring Road, Cliflcn. Shellaf'd, 
Beds. SGI 7 5RE 


1029 PRINTER: Boxed, oonplere 
wim all cables, manual original 
free software (Atarlwrfter on disk 
ond screen dump! extra sollware 
written by me, five Spare ribbons, 
AlaflWriter manual printed out. Ex¬ 
cellent condition £50. PFione D295 
721409 

XE SYSTEM; 130KE * 050 disk 
drive. XC12 tape derA. soihvare or- 
disk, tape and ROM, low copies of 
New Atari User, [oystirSL Quick 
sale reeded. £199 0 n o. Buyer 
collects or pays postage. Phare 
Wotverhampran (09021 745752 

XL SYSTEM: 3Q0XL, 1050 drive 
05Q interface, 1013 recorder, |&ys- 
ticka ete PAGE 6 Issue disks Irom 
E6 10 dele, Mini Office II and many 
cnmn-erciul and PC dis^S ano cas¬ 
settes. too many 1c- list, afl wilh 
supoorting irteCruCtdhS- £299 0 n 0 
Wif deliver in Southarn EnglarXJ. 
Ring 0903 770942 aller 8,30 pm. 
(Suseo*) 

XL SYSTEM; 900XL with XF5S1 
disk drive, TAC 2 joystick. XCt2 
tape deck plus 0C- good gnmeF: on 
taps and disk, 30 maoazmes and 
loads ol listings on d sk, Wodh 
£500 Bargain at £2M. Will split 
Phone Paul on (0734) 851 M2 

$T$YSTEM: 104OSTFM 1Mb 
FLAM, 1Mb (SsK, mpdulalor. manu¬ 
als, mouse, joysteks, £300 worth 
of software word prtXteSSOte. 

DTP. graph-CS games, magazines. 
ExcellenL £320 everylhn'ig 9 pm 
printer exffa. Tel 001 777 2573 

XE SYSTEM; 130XF 1 05G disk 
drive with Archiver chip and joys 
lick, ail boxed Appf<jx. 240 disks 
and ftasc B oanriege. £210 o.n.c 
Taritalk, £10. Phone 951 645 492$ 
(Merseyside) 

XE SYSTEM: 130XE and 613 disk 
dnve and software etc. £150 o.n.o 
6C0XL (not w&rfcjng) plus 1010 and 
tapes £40. Tel OBI 51B 4485 
(Ilford London! 

DISK DHIVE: Anyone interested in 
an Atari S-F354 dnve (lor ST. no 
manual), it doesn't work on my XL 
Will swejp lor 105O drive and I will 
add £26 bul you can buy it lor £2C- 
Write to Arnold Eontsema Wibe- 
nabeerd 366, 9736 HD Greying 
en, Holland 

MAGAZINES; ST World (lotmedy 
•ST User) mags for sate Complete 
eel from Issue 1 to Issue 35- All 
mags n m>nt condrl on Any otters? 
Tel. John on Barnsley (0226} 
767605. evenings ptaase. 


WANTED 


1029 PRINTER GUIDE: Owners 
guide lor 1029 wanteo. Phone 
Alan. Northampton (0604) 7102$S 
anytime 

CASSETTE: XC12 date cassette, 
musl be in pErfacl order and C*ean 
Please ring C752 700261 evenings 


MORE OVERLEAF 


FOR SALE ... WANTED... PEN PALS... ADVICE... HELP... 
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AMAZING 

MAZES 


revisited 


I ye forgot to include the diagrams which should 
haue accompanied John Sweeny's article in the last 
issue, so here they are * 
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Figure 2 


Sorry about that, John, and our apologies to all those who may have been confused. 


contact extra... contact extra... 


WANTED 


DISK DRIVE: 10*0 wflh Trgnsdtek 
IV and DOS £.5 far £30 (I art a kid 
ptMting £5 a w«ek}. For more detail 
phone 0702 75201 and ask for 
Va^ser 

AMATEUR RAPID: Can anyone 
supply a ■Packet' program for Ihe 
G0BSX terminal T.N.C- Please 
ring Hafry on 07$7 473130 

DTP WANTED: FfirilShop plus 
Companion, Page Marshall or 
Newstation preferred. Phone QJ 
wifte Ken Law. 3. Gui’havon Val 
ley. Wilham, Essex 

DISK DRIVE: 1 050 disk, drive, 
must be in gMd condition wilh 
leads and manuals Will pay £50 
(mas} and postal enpenees. Phone 
Flieftard on Eire (09021 75679 
(ever mgs) or write td 26 Auourn 
Heights Alhlone, Co Weslmealh, 
Eire 

GERMAN LANGUAGE: Please* 
tan anyone help me? | am a 
QCSE sluttent Studying German 
ard urgently need to get hold ol 
the ‘Conversanonal German Lan¬ 
guage*' program produced by 
Longman or ar.y oihor equivalent 
German LANGUAGE programs 
and accompanying lileratwe suit¬ 
able lor Ihe 65XE. I will pay a lair 
pnce. Phone Q7B2 515200 


XL WANTED: 9O0XL with cassette 
recorder I am disabed and look 
forward 1o speOding many haopy 
hours wdh game. I have* a games 
syglem. Reasonable pnce pease. 
Phone 07633 51051 or write to 
Jean Circuit, 12 Belgravia, Long 
Marlon Rood, Appleby, Cumbria 
CA16 6XZ 

DISK DRIVE: 1050 wanted n 
good working order wlh manuals 
ang ieads. Will pay up tP £50 write 
to Simon Pennington, Shari Gfl-La, 
Gr^en Lane. BarrPW upon Hum¬ 
ber, S. Humberside DN19 70 P 

CIRCUIT DIAGRAMS; Circuit dia¬ 
grams wanted ter 010 disk, drive 
lor aid in (aull diagnosis. W&jld he 
most gratelul and prepared lo pay. 
Cp! K.R. Bell 43 SON DET. Oper¬ 
ation Granby, BPPO 541 

ATARIWnrrER: On ROM wanted 
Tel. Basil 0343 S734SQ 

SOFTWARE: 9 OH software wan 
led Sea Dragori. Ultima 1, De- 
Luxe Invaders, ChopllfteT Bandits. 
Must bo in gooo condition and in 
orirtnal packaging, Good prices 
pa d Itx each. Tel. Stuarl on (03591 
42744 

DISK DRIVE: Suitable icr use with 
80CXL. Preferably W MKlS area. 
Ail reasonable prices considered. 
Tel WoNsrhamplor !CG02| 

735ISO ask for Mark 


PENPALS/HELP 


TR14JNGUAL PENPAL: 1 would 
like- to hear Irom any 9 bit or ST 
user in ihe world who can write m 
Spanish or Italian (English loo ol 
course’}. 3d C’mon boys and girls 
slarl writing! All letters answered 
Conlact GarkiS D'Erct^e. 14, Gass 
SlreaL. Whyalla Norrie, 5&J5. 

South Australia 

USER GROUP: I have Stalled a 
user group for cassette users. II 
you arc interested Ihen please 
send a self acdra&sad envelope lo 
Leeds Cassette Users G^oup 14 
Hollin Hill Avenue, Leeds, LS$ 

2PP 

X'L.'KE PENPALS: I have 0 BSXE. 
1050 drive and XC12 tape deck. 1 
have 20+ cassette games and lots 
Of games and program? an cisk 
and would like lo swap hitlls, 
games etc. Write lb John Ccooer 
210, Langor Lane. Chesterfiblc, 
Derbyshire 

AUSTRALIAN RENPAL: 24 year 
old user seeks UK & US Aleri 3-hit 
penpals wilh drive for hhat, swap 
ate. Interests - Atari Guitar, Dr. 
Who, Adari Ant. electronics. Write 
to John Stecyk, 51 May&lon $1ree1. 
East Hawthorn. Vic, 3-1.23. Au 
slralia 


PENPAL: I'm a 12 year old S0CXL 
■E00XL and tape user. I wtKsW like 
Id swap h'rts. lips etc. Anyone in¬ 
terested wide lo Jhhn HubbOCK. 30 
Cornier Close . Walton, Liverpool 
L9 1JW 

XL'XE PENPALS; I have two 
GQOXLs lone with 25Sk). a 1050 
drive wim US Doubler end a 1023 
printer. For the gomes player I 
have loads and loads ol hinds, lips 
,i nd maps and tor the more serious, 
user l hove Icadsa uMUes. (espe¬ 
cially lor disk drives wilh up¬ 
grades}. i have my own upgraded 
version cl Ibe Superb Dignal Eater, 
it works belter then the original 
Contact Daniel NyO, 22. Winches¬ 
ter Road, Bury Si Edmunds. Suf- 
10 IK IP30 3QT. Tel, 0204 7$06S8 

SUSPECT: Clue? wanted for In 
fpoom'5 SuspEDl. I have plenty of 
evidence but oan'1 convince the 
detective’ Please contact Cirwe 
Mcon. 7 Orchard Avenue, Lancing 
WeSl Sus&es BN 15 BE A 


CONTACTS WANTED: I have an 
9COXL find IQSCi drive and wood 
like to hear Irom anyone interested 
is swapping hints. I. pS, ideas sic 
All letters answered Write 10 
Janes Sihdtielrl 21 Dulvertori 
Gardens, Colbrigtey, Leeds LS11 
OLF 

HELPLINE: Still going strong 
Drop me a line anytime. Now wilh 
new5lebe r . I've loads ol tips, 
chests and maps Let's an do our 
bit to keep the XL-XE aWe, Wriie 
to 133, Townsfeld Road. Westh- 
oughteri. BL5 ?NT. Tel. 840725 
ask for Dean 

PENPALS: I have an 8O0XL, 1050 
drives plus 1023 primer. I would 
tike to hear from anyone interested 
In swapping hints, tips etc. Al lel- 
terS answered. Write to Ray 
Robertson, 19, Lrhlebury Gre&n, 
Basildon, Esse*, England SSI3 
1PA 


CONTACT is FREE of charge and may be used by 
any genuine Atari enthusiast far contacting other 
owners. Any notice may he included except those 
offering software only for sale or exchange nr those 
offering items for sale commercially. The Editor 
reserves the right to omit any notice received at 
his discretion. 

Send your CONTACT notice to CONTACT, PAGE 6, 
p.O. Box 54, Stafford, ST 16 1DR, Please write your 
notice on a separate sheet of paper, not as part of 
a letter. 


FOR SALE... WANTED ... PEN PALS ... ADVICE ... HELP ... 
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THE ACCESSORY SHOP 

ISSUE 49 


SERIOUS 

SOFTWARE 


This issue we have managed to discover some more software that will 
enable you to use your XUXE for more serious applications. There are 
a number of word processors for you to choose from, in fact word 
processors from the most simple to the most complex - the choice is 
yours. Also there are a couple of good com ms packages for either the 
beginner or more advanced com ms buff together with one or two more 
educational titles ♦ As always we are able to offer these items at 
considerably less than the recommended price. 



DISK 

ONLY 


ATARIWRITER PLUS 

Perhaps one of the most well known word processors 
I'ur tilt; Atari, tills dish version comes complete with a 
huifi in spell checker and will also access the extra 
memory uf the DOXE, Provide* HH) column editing, 
prints in multiple L-ulumrtiS. accesses the International 
character set and much Enure- There is a custom 
Printer Driver crenlor enabling any printer to he used 
full v. Atari writer Plus is a very powerful word pro¬ 
cessor combining virtually every feature you could 
reifLiiire with ease at' use. 

Original Price £29.95 

OUR PRICE £9.95 



PRINT SHOP GRAPHICS 

The official I’ll I N't' SHOP Graphics Library compris¬ 
es. three separate dinks each with 120 graphics and a 
printed out reference guide of the lie™ icons. Disk I 
covers Holidays, Special Occasions, Sports and mure, 
Disk 1 includes .lobs. People, Places, Hobbies and lots 
more whilst Disk 3 covers business. Symbols, Mythol¬ 
ogy and others. These are all top quality graphics in 
the original Broderbltnri Print Shop packaging, 

Original Price £12.99 each 

OUR PRICE £4.95 each 


SPECIAL - BUY ALL THREE FOR JUST £11.95 , 



CASSETTES 


INVITATION TO PROGRAMMING 

THREE PACKAGE OFFER! 

Cassette users visiting tu learn Itavic prcgramminJE lu^e never 
Iiatl ■[ tasv! Alcmgsiilii tke ■Tine ^mpMiirni'iiikg iMwks we Iwivv 
avuilnblf, we ar* mm jLiIv la iifTer Lhi.' full three pan Invitation 
To Prtijgramming writs c««nprisinj! MV h cas.scttes and two 
wuMnoks, I he series covers Fundamentals, Writing Your 
Own I'rngMins amt ;m |-|Iri:;l ijl'I ii>ii tiifwiUllHl and l.raphirs. 
With these ^diial. OB-scrMn, examples yuur priigrejnintnu 
bunks will come jilive and ynu will he writing ytinr own 
programs in ciu tiine. .Siari lo prngninn now nl iiur tiurKuin 

Original Price £32,97 

OUR PRICE £5.00 



TELELINK 

The simplest to use cumius package ever available, 
just plug it in and gn! I'ulctuik Is ft basic. nn frills, 
cnimini meat inns program that will have you up and 
running in no time. Ideal for simple access of your 
local I 111 I Id Ilk Board or fur access |o the major InLer- 
nultima! Information Services. ■Optional dump of buf¬ 
fer ten a pridler. The most basic uf facilities l>ul the 
simplest and quickest to use irumnTs program av ail¬ 
able. 


ROM 

CARTRIDGE 


Original Price £14.95 

OUR PRICE £4.00 


LETTER WIZARD 

For those whu need, a lilllc mure sophistication in a 
word processor, Letter Wltard gives you all of I he 
basic features you would expect plus mail) merge, 
print of selected pages, headers and footers, automatic 
page numbering and a whole host more print format¬ 
ting styles. Although set up for Epson compatible 
printers or the NFC' MI13, control codes can be sent 
direct to the printer. flumes with ail easy to learn and 
use manual plus a handy Quick Reference card- 

Original Price £19.95 

OUR PRICE £8.95 



DISK 

ONLY 


LETTER WIZARD 

WITH SPELL WIZARD 

All the features of Letter Wizard uutliiied above but 
complete with a 3.1.000 word dictionary and the abil¬ 
ity to create sour own special dictionaries by adding 
unrecognised words. Now vour word processing can 
fake on a new dimension. Only limited quantities are 
available with Spell Wizard so please indicate if you 
will accept Letter Wizard only in the event of this 
being sold out (difference in price will he refunded). 

Original Price £29.95 

OUR PRICE £9.95 



TEXT WIZARD 

If you dun! need a very powerful word processor but 
si ill want lo use your Atari to help with producing 
written documents Text Wizard could be the answer. 

A simple to me and easy to learn word processor that 
has tile basic Features such as search and replace, 
[[Rise oild duplicate text and slraightforward print 
formatting including double column print Util. Hie 
print commands are set for Lpsun compatible prin¬ 
ters. Text Wizard will gel vim printing without getting 
you contused. 

Original Price £29,95 

OUR PRICE £7.95 



DISK 

ONLY 


TELETALK 

An excellent telecommunications package (hat has nut 
been available For some I Line. This was one of the lirst 
lull-feu Lured cumins packages and, in faeL saw sterl¬ 
ing service with PAGE 6 ill sending all of the typeset¬ 
ting for early issues over a modem to the typesetCefs, 
We can certainly vouch that this works well! All the 
features vou could want from a coumjs package plus a 
few vou might not have thought of. 


Original Price £14.95 

OUR PRICE £6.95 
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TIME and MAGIK 

Three of Lei el 9's famous adventures in one 
package. This includes LORDS OK TIME, 
RED MOON and THE PRICE OF MAGIK In 
ghe you many hours of puzzle sailing and 
exploration of the unique worlds crealed by 
Level 9. All these games have received I up 
reviews. Now you can try them al a very 
special price 


Originally £11.95 

only OUR PRICE £5.95 


BASIC COMPILER 

Compile your Annie programs into 65(12 machine 
code! Unlike nihur compilers which require a separate 
ruo-lLme program [lie Dalasofl llasie Compiler ere- 
ales stand alone programs in machine code »'i-11i the 
added benefit of also creating assembler Hies thal can 
be used with Olher AsHembicr programs. Could he an 
ideal way In learn Assembler, jost write a routine in 
Basic, compile il and Study the same routine in 
Assembler! 

Original Price £29*95 

OUR PRICE £4-95 



DISK 

ONLY 


PAINT 

An excellent painting program (hat was recom¬ 
mended for children as well as adults v, hen 
released. Very ensy to use with all the features 
you mighl need from an art package together 
with a very good manual that goes on lu ex¬ 
plain the relationship between art and enmpu- 
lers. Excellent for children aud of equal value 
for adults. Be creative! 

Original Price £16.95 

OUR PRICE £5.95 


TAIL OF BETA LYRAE 

Itur A-Z of Atari Software SErics says "Tilt ultimate 
"Scramble’ dune with superb graphics and music. 
This humdinger of a horizontally scrolling shoot 'em 
up wos written by Philip Price, and the music was bj 
Gary GiUwrtHun, They later wem nn to write l he 
’Alternate Reality 1 games.' 1 This is one of thr few 
original ■classics’ right up (here with the top arcade 
games of all time, Give your eyes, ears and reactions 
an unforgeltable ireall 

Original Price £7.95 

OUR PRICE £1.50 Cassette 
£3.00 Disk 



DISK 

ONLY 




Books for the Atari ft-bil campuicrx are now becoming 
Pfiy difficult to obtain wiife almost oft the Compute!' 
titles now out of print set we ore wry pteasid to hate 
been obit to secure n supply of some of tbr early British 
books covering the XUXE range. Don't he put off by (he 
low prices, we are only passing along the enormous 
savings we lit ire .beers able to obtain. A If these hooks are 
brand new ami most are shrink wrapped so you willfttid 
them of top quality. If you are interested in program¬ 
ming with your Atari almost all of these books will help 
in some way and at these prices you can afford tv 
experiment! 

Please note that because of the hlrjh cost ol paali rp 
bCv-k s orders wilt only be accepted U i he £1.00 
pasLagg charge shewn on our order fern is included 


THE130XEHANDBOOK 

program inlns hook which covers not only the machine 
mentioned in it* tide bu! also the WXE, HfHlXl, and 
-earlier models. The book will tnke you fruit! tll£ fif'd 
step?, in programming up On writing j,iwd, structured 
pruyiins, One ehaplcr is. devilled to I Ilf sound. lapabili- 
liH of th¥ XI XE with details of the sound uhip Usttf 
iillnw ing you to Create more ‘founds than b nwrihfilly 
passible with Etlllr, Four chapters cover graphics inriud- 
jug IZi.tylav List programming, Flayer VfIssiJe CrraphiCS 
and reddening characters. There ore extensive appen¬ 
dices covering ISasie COIfinuinds, Kriw ™des. sound and 
graphics rcfereliyi'S and much more. Aal ideal cnimpunion 
Fur novice and intermediate programmers. 


Published price £7.95 





Published price IR.95 

OUR PRICE £2,00 


MICRO ENQUIRER 

A large Furniat book that covers the world of mierns in 
general with some specific Atari sections- The' hunk 
contains fl. lot at worthwhile background inlurmsiliwil urt 
llOflH computing and is ideal tbr those vi bu are receiit 
COnvrrl* or who WHlH to expand their general knowledge 
oF computers. It coders nil sorts or lopiCS Including 
litnyiutiges. bllllclln hoards. L AP, Dais Processing, Prin- 
Itrk Artificial I nlelligeiiex' and miich more. There arc fl 
few Atari specific programs to ill usl rale various rnneepts 
bui generally this honk will Fulfil a need to know mare 
about IhO w n rid or computing In general. Large Format 
w ith over I HU pages, 


EASY PROGRAMMING 
FOR YOUR ATARI MICRO 

fhfo brink went uul uf print J years ago and we have 
hern searching. tblf fl replacement ever since. We are 
absolutely delighted In havt Found mom Stuck* uf one uf 
I he best heginner’s buuks ever published. Over the past 
couple of years Whenever someone ha.* phoned for a 
beginners book on programming we have advised then to 
Lrv arid Rod fl- srcimd hand copy Of this hook - nmt you 
Can buy If once again, brand newt By the end oT IliiS 
hook y(in'll be writing your own programs, including 
(hose with Full graphics and sound. 


ftirtl#* i 

toai Mima. 




OUR PRICE £5,95 


ATARI ADVENTURES 

All excellent tnvok wriltell by adventure expert Tony 
Bridges, cnvvriitK adventure!! in funeral and showing bow 
VHha can write your own .adventures on the Atari- This 
buck has lli I Act Formed the tiavis 1'Of some of the 
adventure listings that have beer published in I'ALit 6, 
Lnnj will lake yuu Lltruslgh examples uf euinmercLai 
adventures with lots of background lu all dliferent type-.v, 
uf adventure orsd then show yon how fill thru' ideas can 
be put together in yuur very own adventure-. There is d 
playable adventure listing failed The Kye dT The Star 
Warrior lu show you JU-st how il ail cutties together. 
Fvcrythiilg ytHl need to know lu write your first adven, 
lure. 


! atari 

.advGZihjrtS 



Published price £5,$5 

OUR PRICE £150 


WRITING STRATEGY GAMES 

If vnu are led up with simple .arcade Style games hul am 
nut vui^ of the maths required in writing ‘thinking’ 
gantes like chcns here is a hook that will help yuU oUl, To 
write games h»F strategy requires not only a knowledge id 
prrigrurmniitK but also of cerlain ■ttalhemaltcol and cod¬ 
ing Lech rdtiLiefi, This book is pitched ill Ah inter mudiale 
level, assuming that yen already know snine Atari Basic. 
Ifwhinc code pruKt*rtVt 1 iners are also catered I’M* with 
man* hints un how to modify the nUUEineS- t he book 
covers tile programming theory behind inlclliftiuil jjatites 
before moving on lu prautk’iAl exJLmples of suiting up fl 
chess hoard, moving plews and playing through. There 
jire sample y^ntes- for dniui'.lils, chess ttnd Other strategy- 
games. 


wfttiftg strata^ 

■Gr.ipit 



Published price £5 ,05 

OUR PRICE £1.50 


J 
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JUGGLES RAINBOW 


fUGCLES' RAINBOW 



A first computer learning experience fur children 
aged J in ft iliiii teaches the concept* of above, below, 
tefl anti right plus letter reiDgnitibl allowing Ihcchikd 
to enjoy learning w ith colours nod music and games, 
thej cart Crealc and play lltiMnselve?i, 

OUR PRICE £5.95 


JUGGLES HOUSE 

Another for to ft year olds leaching (he concepts of 
inside, outside, upper and lower with Juggles’ House 
and Tojshelf. each game also includes a playground* 
where children can try mil these new ideas for them¬ 
selves, 

OUR PRICE £5.95 



disk or NOW ALSO ON DISK! 

CASSETTE 


SPECIAL OFFER - PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST £9.95 


cassette 

ONLY 



ROM 

CARTRIDGE 


MOON PATROL 


Your beat! Sector Nine, home of the roughest, tough¬ 
est thugs in the galaxy. You have the finest patrol car 
On I he force, complete with anti-gravity jump huttons 
and laser hullcts, hut you’ll need more than a hot ear 
in the rough terrain of Sector Nine. Blasl LTOs. Leap 
over landmines. Demolish tanks and Jump huge era, 
ters and moon rocks ■ just to survive, (ireal 3D 
graphics and good music add to the enjoyment of Ihis 
addictive arcade con version. 


Normally £12.95 


LAST FEW! 


OUR PRICE £6.95 


MUSIC PAINTER 

An exciting educational program that helps to leach 
musk by using colours instead of notes, t flange the 
fifteen supplied songs 10 feature different instruments, 
make I he nutES longer or shorter nr transcribe your 
own SOhgS. No musical knowledge required to make 
your own great music. Children or adults alike will 
get great satisfaction from heing able fri create their 
very own music. 



OUR PRICE £7.95 


DISK 

ONLY 



DISK 

ONLY 


CAVERNS OF MARS 

VS inner of one Of (he first Atari prugrumming com¬ 
petitions, this was one of (he first vertical: scrollers 
and remains a much sought after original game. 
Descend through the caverns avoiding mines and 
picking up fuel Highly playable and addictive, filly 
one or two have made It to the bottom fifths cavern 
to discover the secret that awaits them. 

LAST FEW WITHOUT BOX BUT WITH FULL 
ORIGINAL MANUAL - LOWER PRICE 

OUR PRICE £4.95 


TOUCH TYPING 

Everyone who uses a computer needs to brush up on 
their typing and now you can learn lo ty pe like a 
professional typist with this complete tutorial. Touch 
Typing presents a self paced method nf learning by 
letting you practice typing letters, sen I cnees and para¬ 
graphs. The computer determines words per minute, 
number »f errors and vour weak prints, Random 
senCenees are generated lo drill you in those areas. 
Contains two cassettes and Instruction manual. 

Pre via u sty £ 19.95. 

OUR PRICE £4.95 



CASSETTE 

ONLY 



MICROSOFT 
BASIC II 


Now yng can use the industry standard Basic un your 
Atari. An. ideal purchase fnr owners who have learnt 
to program on Other machines. Includes 14b page 
manual and extended realures for disk drive owners. 
(Can he used with cassette). 


Norm ally £ 19.95 


LAST FEW. 


OUR PRICE £11.95 



SILENT BUTLER 


The all round personal finance planner that keeps 
track oflhree bank accounts, maintains income re¬ 
cords. reminds you of birthdays, anniversaries and 
important dates and generally keeps you up lo dale 
on your financial .status. 


DISK 

ONLY 


OUR PRICE £6.95 


TYPO ATTACK 

A typing IriuiiiT based on Ihe Space Invaders concept 
in which you hone up your typing skills by blasting 
falling letters. An enjoyable way to team I hat will 
quickly enable you to recognise the keys without 
having to look afi the keyboard. 


Normally £12.95 

OUR PRICE £6.95 



HOME FILING MANAGER/PAY OFF 

DISK ONLY 


2 he Home Tiling Manager record keeping system fhai simulates index cards on 
your Alar!, keeps track df almosl anything together wilh The Lay-Off Adven¬ 
ture ■ }‘Mir Chance to sample an adventure in classic style. This two disk set also 
includes xnme top class graphics demos. 


SPECIAL PRICE - ONLY £1 
WHEN PURCHASING ANY OTHER ITEM 

AVAiLABLE ONLY WITH THE Fl'RCHASE OF OTHER SOFTWARE 
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s4 Seiectt&tt 

More software jot your added enjoyment ranging from adventures to arcade games and serious 
software. Check out Visicalc - we only have a few copies left! 


PIRATE ADVENTURE 

M Yo Irf) ho and a buttle of rum You'll meet up with the pirate and his dally 
bird along with many strange sights us you attempt to go from your London flat 
to Treasure Island. Can you recover Long John Silver's lost treasures? Happy 
sailing matey, Scott Adams Graphic Adventure #2 brings you a superb Kegin- 
tier's level adventure complete with graphics and ideal lur all ages 


DISK 

ONLY 


Original price £19.95 

OUR PRICE £7.95 


THE COUNT 


LA ST FEW 


WKen's the Iasi time you awoke in an antique brass hid In a dunk, desnlale 
castle? If your answer Is " never" you’ve cunie to the right place! This 
marvellous Gothic Adventure will escort you intu file weirdling world of a 
certain wdl-knownTransyfranliin count, Scott Adams Graphic Adventure #5 is a 
Moderale level adventure Ideal tor those Hint have had a little experience. 


DISK 

ONLY 


Original price £19,95 

OUR PRICE £7.95 


VISICALC 


The world famous Viskulc spreadsheet available for your Atari. Visicalc will 
lake cai^ of all of yuur spreadsheet requirements with all the arithmetical 
functions; you could want un a spreadsheet that is 6J columns wide hy 254 rows 
deep. Ail major spreadsheet functions art sup purled and I he program even 
allows split viewing windows. Priced at £L59,lkS when first released! 


DISK 

ONLY 


OUR PRICE £11.95 


PLANETARIUM 


Fun nr education? Both really in this fascinating Sunk at the heavens. Over 120ft 
Stars. NS constellations, (he solar system and mure than 3M deep-sky objects are 
depicted in IhLs program that allows you to view Ihe universe. Von can make 
stellar and planelary maps. Study eclipses, learn abriut latitude and longitude 
and much mure. 

1050 DRIVE ONLY 

Please slate when ordering if 
you have a US Doubler fitted 


SOLD OUT 


HARDBALL 


American League buselmll at it's very besL A highly regarded game - check out 
the review in Issue 45 THE best spurlS simulation on the Atari’, Look over the 
pitchers shoulder as he throws (he hall lo the wailing trio of batter, catcher and 
umpire. In HardHall you can hit. run, steal, Hunl and dive, change the fielders 
and do everything yUU can do in the real game. For one or t»n players. 




ROM 

CARTRIDGE 


Normally £1435 

OUR PRICE £7.95 


MACRO ASSEMBLER 

The Macro Assembler will allow you lo create your own machine language 
games and applications five limes faster Chan with tile Assembler Ir.ditor 
carl ridge and it ran assemble ax many as ltSOO symbol del mil ions with no limit 
on prtkgram size. You can duplicate code, optionally assemble code and modu¬ 
lar™ yuur program. A Program-Text Editor is included. 


DISK 

ONLY 


Normally £19.95 

OUR PRICE £7.95 


LAST FEW! 


VOODOO CASTLE 

Th* Count uf Monte t’ristu repuses in a oulTm hi hIs lUUStj castle, awaiting an. 
a hie assist from you to remove the curse that binds him lu noil-life. Is he down 
fur the Count for good, or can you help? Gather youif rabbit's fouland prepare 
to step through the portal uf Voodoo castle! Scott Adams Graphic Ad venture M 
is a Moderate level adventure ideal fur tllose who have had a little experience. 


DISK 

ONLY 


Original price £19.95 

OUR PRICE £7.95 


STRANGE ODYSSEY 

At the galaxy’s rim, there are rewards aplenty to be harvested from a long-dead 
alien civilian Lon. Fabulous treasures... advanced technologies far beyond human 
ken ... All this and more awaits the brave galactic Adventurer. Hut wiLl you be 
able to recover the wealth and return home? Prepare yourself for a Strange 
Odyssey! Scott Adams Graphic Adventure nfb is a Mtiderale level adventure. 


DISK 

ONLY 


Original price £1935 

OUR PRICE £7.95 


TIMEWISE 


Why not use your Atari as an electronic diary? Timewise allows you to keep 
track uf all your appointment* and important dates on a daily, monthly or 
yearly basis. Now you can dispense with your diary and let your Atari do the 
work. If you have a printer Timewise allows you lo print out the Informatkm in 
a variety of wavs. 


DISK 

ONLY 


Originally £2239 

OUR PRICE £7.95 


PROOFREADER 


Users of Atari writer will be delighted with tills, the long lust Spelling checker for 
the AtarlwrLter cartridge! Proofreader may be loaded alongside Alariwriler Itl 
give yuu in slant access tu a dictionary of 36.000 words. If that is not enough you 
can add your own words as yon gu, Errors are highiighted Oil screen for 
correction, unusual words can be saved and you can look up spellings. 


DISK 

ONLY 


OUR PRICE £5.95 


ARCH0N 


A chess-based game with the forces of Light and IJark doing battle on each 
square. Cast spells and missiles lo gain squares and eliminate yuur opponent* 
pierex. Your magic rises and ebbs with I he board's lumintmily cycle. As the light 
changes, so dues your power. You must race against time and use your strength 
elfeclLvelv. A truly original game that is ditlkuli tu explain, tine or two players. 


ROM 

CARTRIDGE 


SOLD OUT 


BASIC CARTRIDGE 

Why would you want a Basie t: art ridge when Husk is already built in to your 
machine? Well some programs, especially some early public domain programs 
won't run OH the XL/XE but they will if you plug in the old version of Basic. 
Much more cunvemenl than having to hcml in the old Basie from disk and, at 
this price, worth having just as a backup. 


ROM 

CARTRIDGE 


OUR PRICE £3.95 
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SUPER BREAKOUT 

BreakouE was the simple yet totally jHliik'livc gaim 1 and this i nhanccd 

version will provide even more acidic live Fun. Several sarin Firms on |hc Insi-hIc 
theme are available For erne In Four players (up in K on ilu- JPfkKfHS! i MOTE that 
ill is game rutpiires paddle rcmErntlp-rs. 


bom 

CARTRIDGE 


Normally £9,95 

OUR PRICE £3.95 


TENNIS 


threat .vjhitk ftm either dRuinvl ihc computer or amitlicr player, singles nr doubles. Forehands- 
and InicTthmiris, driving upproaeh shirts. angled volleys overhead smashes and tricky ink* - 
i lii'y arc- .ill here. You coni ml your position on lit*- court anil where you wanL m hii ha II. 

The ein'lmnic scoreboard din plays the results All the aclimit wiilmul the sweat! 


ROM* 

CARTRIDGE 


Normally £12.95 

OUR PRICE £6.95 


STAR RAIDERS II 

l>ij;k vcrvktfi of this follow up to the greatest computer ga mo. \ our mission is to 
pilot | ht hottest fighter in the galaxy - the Liberty Star to destroy I be entire 
7,ykm Master Force. Vour weapons are: Dulse Lasers, ion fan mins and Surface 
Slur Bursts. Warp between Iwo systems, protecting friendly liases. whilst drop¬ 
ping Star Bursts on the enemy. >loru great ul'ILiiji in St a r Banters Fashion, 


DISK 


Normally £14.95 

OUR PRICE £5.95 


JOUST 


Don your helmet and hoist your lauct! and climb :ihi,..irrl bin ostrich in thin 
unusual arcade game! Do haitle with the evil Tiu/xnrd kiders in -deep space. 
PtemdaclyU Eo the right of you, alien eggs to the left, you must team to fly so 
that inti won’t dir so very far From home. All the arcade thrills for one or Iwo 

phi u yens. 


ROM 

CARTRIDGE 


Normally £12.95 

OUR PRICE £6.95 


BALLBLAZER 


Another from Lucas film, thin top juality split screen piiv takes plinv in a 
games arena of the future. Von are strap|ieiJ inlii a koiofni] hovercraFt-like 
vehicle that skims over (tie surface 4 if I III- pkiyfii-Lii at 50 metres per second, The 
ohjeet Is simple, just release your E'lusmnrh through your opponent's goal. Two- 
player simijItan l'i 1 m.s play w ith first perron perspective for both players-. 


ROM 

cartridge 


Normally £14.95 

OUR PRICE £6.95 


STAR RAIDERS 2 

The original Star Haiders is iiprlult-rl with better graphics and sound. Your job 
Ls In clear each sector whilst ensuring that tine enemy do not overrun planets, iu 
another pari of the galaxy. It will take skill In deciding which sartor iu warp to, 
can you afford to dear a sector Of will you have lu leave to defend a planet and 
return ilaler! A great follow up to an all time elassk-. 


ROM 

CARTRIDGE 


Normally £14.95 

OUR PRICE £6.95 


MIDNIGHT MAGIC 

Pinball on your Atari can l>es.nme lot ally addictive as 11s ,ki 1 s: 1 n 11s on addicts t-11 
the famous Pinball Construction Set will testify- Nu» you can.join in the fun 
w ith David's Midnight Magic, all the thrill of the pinball table on your screen. 
There are Flippers, bumpers, drop targets and you eon even ‘shake' the 
machine. All nil' I Flu aciion.or real arcade pinball for up to Four players. 


ROM 

CARTRIDGE 


SOLD OUT 


NIGHT 


Fifth! Night brings you sill the thrills of the hoving ring as you face FI so oF cite 
most Is rut a I fighters ever. Its five separate battles: are total war with relentless 
action. The Homing Construction Set allows you and yu-ur opponent In create 
your own perfect hoxc-rs. selecting stamina, intellect and style. Step into tin- ring 
to pit your perfect boxer agairl.sl the el mipuler «r another opponent- l-’'2 players. 


ROM 

CARTRIDGE 


SOLD OUT 


LAST FEW! 


MISSILE COMMAND 

Another of the all-time classic arcade games that has you defending cities From 
missile attack. Command the defence guns as enemy missiles rain dawn t'rnm 
space to attack your cities. Later smart missiles and linmlwra will appear 
making the action mote and more Franile. For one or two players. 


ROM 

CARTRIDGE 


Normally £ f 4.95 

OUR PRICE £5.95 


GALAXIAN 


A mil her a reside conversion that retains all of the addict l veness of the original 
and .stilt stands as one of the all time classics, Bias! the galaxians as they advance 
in formation and peel off lu attack. YVIth one or two players and w skill levels 
you’ll In- entertained for a long lime. Includes an easy option for beginners. 


ROM 

CARTRIDGE 


Normally £12.95 

OUR PRICE £6.95 


U.S. FOOTBALL 


American Football is now a hie craze in this country and you can now play at 
home, FJutsmart the defence, pass with amazing accuracy, run with speed and 
agility, make tackles, select offensive and defensive plays and inure. You can 
take on the computer in a practice game or challenge si friend to a dramatic 
video howl game of your own in a packed stadium. All [!■« thrills of the gridiron. 


ROM 

CARTRIDGE 


Normally £12.95 

OUR PRICE £6.95 


RESCUE ON FRACTALUS 

Ask old hands what was ulke of the best games ever for I hr Atari and H guild 
proportion ol Ihetn Will say Rescue no Fractal us. i Ids game From Lucasfilm set 
■tOW stand aids Lit computer games combining a space flight simulator with it 
rftsetie mission. Super, ever changing, 3-11 scenery m you fly through the 
mountains In l.mrl on the pin net and rescue stranded pilots. 


ROM 

CARTRIDGE 


Normally £14.95 

OUR PRICE £6.95 


BATTLEZONE 


Another cracking arcade conversion that set new standards. Vim command a 
tank on the battlefield under attack from enemy tanks arid flying saucers. You 
can manoeuvre through 3041 degrees u.s the enemy attacks I'm in all direct ions. 
Watch your radar, turn ami blast as the enemy approaches at speed. It takes 
nerves of steel, tine player. Five skill levels, 


ROM 

CARTRIDGE 


SOLD OUT 


LODE RUNNER 


Another classic, perhaps the liesi oF all platform games. You are a highly trained 
liahdir cummaudii deep in enemy territory, Your mission Is to infiltrate ail! 7S 
«f the enemy’s subterranean levels lo recover every last piece of gold. You are 
equipped with st laser drill pistol but you'll need cunning, speed and agility. 

I .rjde Runner includes a uniyuc extra that allows you to create your own levels. 


ROM 

CARTRIDGE 


Normally £14.95 

OUR PRICE £7.95 


ONE ON ONE 


Flay basketball with two-of America's top players iu this: great sports simulation 
which features realistic offensive ,lik[ defensive move*. Fatigue Factors, hot 
streaks, a shot L-luck, even instant repay and n shattering. Eniekhiiard" 1,-ike the 
gaLne of basket hull ilisell, Onr-un-tlnr rewards, you for playing, with your head 
as ss el I us vour hands. 


ROM 

CARTRIDGE 


Normally £14,95 

OUR PRICE £6.95 


DESERT FALCON 

A version pf the classic Blue Mas that finds you flying across the desert Indiana 
.1 thick style searching fur hieroglyphics''hidden In the desert sands. You need to 
survive lung enough to destroy the howling Sphinx. The longer you survive and 
the further yon proceed, the more perilous your mission becomes. IF you des-trny 
the Sphinx you get to gain the bonus round For even higher points,. four levels. 


ROM 

CARTRIDGE 


Normally £14.95 

OUR PRICE £7.95 
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ORDER FORM 

ALL ITEMS FOR XL/XE 


SOFTWARE 


Q'ty. 

niter 

Price 

Trial 

1 

ATARI WRITER PLUS 

£9.95 



BASIC COMPILER 

£4.95 



NV TO PROGRAMMING 

£5.00 



letter wizard 

£8.95 



LETTER WIKPELLM 

£9.95 



PAINT 

£5.95 



PRINT SHOP GRAPHICS L 

£495 



PRINT SHOP GRAPHICS! 

£495 



PRINT SHOP GRAPHICS J 

£4.95 



PRINT SHOP (ALL THREE) 

£11.95 



TELELINK 

£4.00 



TELETALK 

£6,95 



TEXT WIZARC 

£7.95 



JUGGLES RAINBOW-BISK 

£5.95 



JUGGLES RAINBOW 

£59J> 



JUGGLES HOUSE 

£5.95 



JUGGLES RAINBOY/.'HOUSE 

£9.95 



MUSIC PAINTER 

£7.95 



TVPO ATTACK 

£6.95 



'timewise. 

£7,95 



MACRO ASSEMBLER 

£7.95 



TOUCH TYPING 

£4.95 



PROOFREADER 

£ 595 



SILENT BUTLER 

£6.95 



BASIC CARTRIDGE 

£3.95 



HOME FILING MAH.. PAY OFF 

£1.00 



PIRATE ADVENTURE 

£795 



VOODOO CASTLE 

£7,95 



THE COUNT 

£7.95 



STRANGE ODYSSEY 

£ 795 

l 

Total 



GAMES SOFTWARE 


Qiy. 


TAIL BETA LYRAE - CASS 


TlUe 


TAIL SETA LYRAE - DISK 


TIME and MAGIK 


SUPER BREAKOUT 


price 


£1.50 


£3,00 


£5.95 


£3.95 


STAR RAIDERS 


STAR RAIDERS II (DISK} 


CAVERNS OF MARS 


TENNIS 


MOON PATROL 


HARDBALL 


DESERT FALCON 


GALAXIAN 


U.S. FOOTBALL 


£5.95 


£5.95 


£695 


£695 


£695 


Tolal 


£7.95 


£795 


£6.95 

£695 


TELEPHONE ORDERS 0785 213928 



JOUST 

£6.95 



RESCUE ON FRACTULAS 

£6.95 



BALLBLAZER 

£695 



STAR RAIDERS 2 

£6.95 



LODE RUNNER 

£7,95 



ONE ON ONE 

£6.95 



Total 


BOOKS 

Qrty. 

Title 

Price 

Trial 


EASY PROGRAMMING 

£5.95 



THE 130XE HANDBOOK 

£0.00 



MICRO ENQUIRER 

£2.00 



ATARI ADVENTURES 

£1,50 



' WRITING STRATEGY GAMES 

£1,50 


TOTAL 



LAST FEW 


Qiy. 

TrlJe 

Price 

Total 


MICROSOFT BASIC II 

£11,95 



VISICALC 

£1195 



MISSILE COMMAND 

£5.95 


Total 

L,- 

PUBLIC DOMAIN ETC. 

Qiy. 

Title 

Price 

Total 


ISSUE 49 DISK 

£ 2.95 



MIT REFERENCE GUIDE 

£ U5 



1 TURBO BASIC 

£3.95 


Total 




All on disk unless shown 

Qty. 

Title 

Price 

Trial 


MIDIMASTER 

£2495 



TRANSDISK IV 

£19.95 



TARITALK 

£19.95] 



MINI OFFICE II 

£14.95 



SPELL ME ■ Cassette 

£4,95 



SPELL ME-Dish 

£6,95 


Total 



TOTALS 

Software 

Books 

Post and Packing on above 
Public Domain 
PAGE 6 Software 
Total 


Most goods wiH he despatched within a few days bdtptease afitm tip to 2 S days for 
delivery - Please feet free to copy this form if you do not mfaft is cuf the mgazim 


Name 

Address 


Total Order 
OVERSEAS postage PLUS 15% 

Total 


0 I enclose cheque/P.O. for £ 

0 1 authorise you to debit my credit card 

□visa Qaccess □eurocard □mastercard 

My card number is: 

□□□□ □□□□ □□□□ □□□□ 

Expiry date: | || 1 00 


Signature ________ 

Please ensure that the name and address shown are 
the same as the cardholders. 


Please make cheques payable to PAGE 6 

POST TO: PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR Tel. 0785 213928 FAX: 0785 54355 
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Lots of new reteases lined up by US GOLD either 
already out or released over the coming months on 
several different labels. Two new games on a new 
label from Loricate are ADVANCED DESTROYER 
SIIWUIA TOR which te set in 1940 and simulates real 
WWW battles in the Med., North Sea and English 
Channel with 1 5 different missions and PANZA KICK 
BOXING, a new slant on the ever popular karate 
games complete with VCR mode in which you can 
play back the action. Both these on the Futura label. 
SHADOW DANCER is another Ninja game taken from 
the Sega arcade originai in which Ninja and faithful 
pet dog do battle with nasty terrorists. On a slightly 
more peaceful theme GAUNTLET 3 is promised soon. 
Going back to the simulation theme there is CYBEfi- 
COIW HI P designed by the author of Carrier Com¬ 
mand,. set in the future when a Peace-keeping com¬ 
puter has control of ail the world's weapons but goes 
mad and is transformed from the Great Defender to 
the Great Destroyer (sounds like Saddam Hysseinfjl. 
SUPER MONACO G„P, is another Sega conversion to 
add to the ever growing number of racing games 
with "unbelievably realistic scenes". But they have ail 
said that haven't they? Then we have WARLOCK - 
THE AVENGER, a follow on from 0ruid r in fact you get 
the original Druid game thrown in free! AD the usual 
fantasy themes are in this one or two piayer game, ff 
you don't fike the old established fantasy worlds f how 
about trying HORROR ZOMBIES FROM THE CRYPT! 

Six levels, six hundred screens, pitfalls, false walls, 
hidden doors and more. You can guess the theme 
from the tide. Looking much farther ahead keep an 
eye out for LOOM from Lucas Arts, creators of Indi¬ 
ana Jones and the Las t Crusade and Zak McKraken. 
This one is a fantasy advent ure where you enter the 
world of the Weavers, a race that weaves the fabric 
of life itself. L ooks interesting. A hit more down to 
earth but dwelling on the violent side is NAM I9B5 - 
1975 a simulation of the Vietnam War from Domark. 
We believe this is Domark r s first foray info simula¬ 
tions, You play the President and Commander-In- 
Chief in a number of scenarios including The Tet 
Offensive, Khe Sanb and one in which you choose 
either President Nixon or Johnson and re write the 
history books. This is based very much on historical 
fact and covers the fuli 10 years of the war. Maybe 
the next simulation wiD be the Land War in the Gulf, 
Trouble is that game will have finished by the time 
the disk loads up! Accolade are up and running on 
their own with TEST DRIVE It: THE DUEL and acces¬ 
sory disks CALIFORNIA CHALLENGE, THE SUPER¬ 
CARS, EUROPEAN CHALLENGE and MUSCLE CARS. If 
you want a driving simulation, that lot should keep 
you quiet for a Jong time, They are out now and will 
be reviewed next Issue, Accolade should have also 
released ELVIRA f MISTRESS OF THE DARK, at long 
long last! Let's finish off with some more Domark 
stuff to look out for in the coming year. SKULL & 
CROSSBONES and HYDRA are both conversions from 
Atari arcade machines* the former allowing you to 
swash your buckle in a dramatic hack 7T slash game 
for two players' whilst the latter finds you as a super 
government hired mailman in a world ruled by terror¬ 
ists. You have to deliver such things as mutant virus 
strains and doomsday machines! Which side did you 
say were the terrorists? 


LOOM * some 
excel lent 
graphics in a 
fantasy adven¬ 
ture produced 
by Lucas Arts 


THE DUEL - 

Accolade’s 
latest offering in 
the road racing 
stakes 
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CAR-VUP - 

a 48 level 
platform epic 
from Core 























EMULATING THE IBM 
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W hat on earth do you want a PC 
for?". This was the question i 
was asked when l told a Iriend 
that I had Just fitted PC Speed Lo mv 
1040 STFM I explained as eruditely as 
possibly that there was a great world of 
serious software out there with a wealth 
of PD support. This did little to mollify 
him until he realised that his ST could 
work with the same systems as a great 
deal of the machines at his place of em 
ployment Emulation entered another 
man’s life! 

i did not point out to him that one of the 
prime reasons for obtaining, the emulator 
was to be able to play Infocom games at 
reasonable speed, and to enable myself 
to use some of the other interesting 
strategy software that seems more readi¬ 
ly available on the IBM than the ST. To 
me that is good enough reason for having 
a PC Emulator but,, of course, it does 
open up a whole new world of more 


USER FRIENDLINESS 

Once installed die emulator is reli¬ 
able and very compatible 

SOUND & GRAPHICS 

The sound is not perfect although 
graphically sfoiuer than standard the 
quality o/CGA and Hercules is good 

VERDICT 

A worthwhile buy if you need occa¬ 
sional IBM facilities, better cable 
than early Arris trad PC's! 


serious applica¬ 
tions if required. 
Having explained 
the why, what 
about the how? PC 
Speed is a hard¬ 
ware conversion, as 
opposed to die ere 
ditable but painful¬ 
ly slaw PC Ditto 
unit! reviewed 
about eighteen 
months ago which 
was entirely soft¬ 
ware dependent. 

The unit comprises 
of a circuit board 
and two brackets. 

The first of these 
brackets has to be 
soldered onLo the 
MMU (Memory 
Management Unit) 

In order for the 
second slot and Lhe 
board to he inser¬ 
ted, Tilts is not 
necessarily an easy 
fit and indeed my 
STs internals are 

now uncovered by heat sinks or other 
metallic parts. Fortunately I knew some¬ 
one quite adept at this who fitted it for 
me, Geistrier do offer a fitting service for 
the nervous and 1 believe fitting is slight¬ 
ly easier in STEs. 

It. took a couple of tries to make sure the 
board was seated properly and then ST 
was ready to try- its first Big Blue prog¬ 
ram, First 1 had to insert the software 
that would wake the emulator and 
change Dr. ST into MR IBM, It Look some 
time to set this up (lie first time since 
there are many problems in making the 
ST perform colour-wise and mouse-wise. 
Still the presets were adequate and the 
disk drive whirred. The reassuring mes¬ 
sage A> Insert DOS Disk appeared, Welt 
here is another lesson to be learned as 
with PC Speed and all other emulators 1 
have met, lX>S is not supplied, Fortun¬ 
ately I happened to have rny own DOS 
3.3 Inserted it and all was well- The 
second drive was recognised and even 
the mouse was recognised, although It 
was far Loo effective and I quickly discon¬ 
nected it. 

The advertisements for the hardware 
assure the user of total sound compati¬ 
bility and a Norton ra ting of about 4 
which is almost true. I am sorry to say 
that the sound emulation is not perfect 
and indeed is a little slow and a smidgen 
tone <leaf. nevertheless it ran my prog¬ 
rams faultlessly, indeed speed wise it 
compared very favourably to the AM- 
STRAD 1512s and 1640s E have come 
across. The screen updating is a little 
tardy but nothing that cannot be adjus¬ 
ted to. In comparison to rny, only recently 


acquired, XT laptop the screen updates 
are slow.. 

1 would not recommend this upgrade to 
anyone whose prime concerns are 
graphic oriented or heavy number crun¬ 
ching actions. On the other hand the 
system runs word processing very well 
and as yel I have not. found a package it 
dislikes. Much as I would like to com¬ 
ment about the Hard disk compatibility" E 
cannot do so since 1 do not have such a 
beast in my stable. 

The unit accepts all the system calls 
and DOS routines that l need BAT files 
work w r ell but the one peculiarity of the 
machine is that regardless of DOS type it 
always assumes single sided single de¬ 
nsity floppies. There are ways round this 
either by using proprietary formatters or 
using the logical drives of DOS with the 
correct format switches. I assume that 
any readers considering purchasing tills 
item would understand MS/ DOS and Its 
peculiarities sufficiently not to have ibis 
explained further. Should any reader 
have the system already and not stum¬ 
bled across the answer as accidentally as 
I did please get in touch via New Atari 
User and I will try and recreate a batch 
tile to help, 

i have been using this system for the 
last seven or eight months and basically I 
am very' pleased with it, 1 suspect that 
the instructions as translated from the 
German make the installation harder 
and ] know that the peculiar set up for 
pa/llettcs needs much more explanation, 
since [ still use the default settings. On 
the other hand it does give a cheap way 
into a different area of the hobby. Explor¬ 
ing DOS has given me new confidence in 
understanding Trees and Autoboots, in¬ 
deed even Protext now makes more 
sense! 

I am aware that there are now improve¬ 
ments to PC speed in the shape of AT 
speed but I am not convinced that, for tire 
extra cost the facilities will he greatly 
enhanced, since 1 fear that graphically It 
will lake some time for anything better 
than the current CGA emulation to 
appear. Indeed using the SM124 monitor 
a better grade of Hercules graphic 
appears anyway. 

It would seem that emulation is just 
that emulating or pretending. If you 
need a proper IBM compatible then that 
is what should be bought but if you only 
require something that allows you experi¬ 
ment with DOS or catch up with work 
machines then emulation is an excellent 
idea. It is also a great deal cheaper. 


HARDWARE: PC SPEED 

SUPPLIER: QEISTNER (Britain) 

PRICE: £ 190-00 (vanes) 

Reviewer Damon Ho worth 
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ROLE PLAYING 







by rlever algorithms so that no two arc 
the same}! They reckon the average play¬ 
ing Lime is something like 40 years! I 
suspect that you may have run out of 
new monsters to meet anti new skills to 
acquire beiurc them - but never fear, 

Mind scape are planning to release new 
Mission Disks to give you some more 
variety! 

• SIGHT Si, SOUND Superb graphics - 
o. great variety of vicious monsters - 
plus iots of neat sound effects 

• GAMEPLAY - Well-designed, mouse- 
driven exploring and fight ing ire /he 
styte of Dungeon mas ter - hut with lots 
of extra goodies too 

• VERDICT - Great fim do play - highly 
addictive - welt recommended 


GETTING STARTED 


As it is a Utile obscure, you may like some 
help to get going: 

Plug your chips into your broim.' fThe 
easiest uiay to access your drodds is by click¬ 
ing an. the bars at tfie ocry top of the screen.) 
find the fashing green dot and dick on tc. 
Setecf ORBIT. 

Zoom in and click cm the little diamond 

tLANDLEVOI - select LAND. 

Go to the big round door - .find a clipboard 
nearby -and use the code nn fbe comer but¬ 
tons of the door 

Insider you can push the icafi U'htcb has 
rollers aioftg the bottom right click on 
forwards. 

Power Points: touch them then touch your 
breastplates to recharge. 

Kill the first monsters loith your fists, 

FoiEotv the lefi hand iwll (push another rotted 
until your reach a shop. Buy bits of balls - they 
are powerful weapons at finds Level and reioari 
autoniatjjcally ^firn your iht'cntory - natch out 
for rebounds/ 

Good buck . 1 


points or you will not 
be able to use the 
powerful weapons 
you need to survive 
on the higher levels. 

Being technological¬ 
ly based. Captive 
does not have magic, 
however it. does have 
lots of extra bit s of 
machinery to plug 
into your droids - 
Shields, Anti-Gravs, 

Cameras, Mappers. 

Ruot-Finders, Power 
Sappers. Magna 
Scans, and so on. 

You need to experiment with these Lo get 
the most out of them - e.g. right click on 
the Mapper screen centres it on you; left 
click on i be centre of the camera view 
moves the camera remotely; and the 
Root-Finder is invaluable for both finding 
bases and also getting out of them when 
you have blown them up! 

The puzzles and mazes are not generally 
as difficult as in Dungeomnaster there 
are levers controlling barriers, buttons 
on doors which you must experiment 
with until you find the right combination, 
and consoles requiring passwords which 
have to be found around the base (usual¬ 
ly by killing somebody!). The Mapper Is a 
great help in checking which bits you 
haven’t reached yet; although it only 
shows a small area at a time, it can be 
scrolled Lo display all the areas you 
have explored - you si ill need to 
make rough maps to show where 
the best shops are and a lew other 
important features, but it is much 
easier to explore than many similar 
games. 

As far as Role Playing Is concerned, 
Captive is as unsublle as Dungeon- 
master i.e. if it moves - kilt it! 
Mission i is about as big as the 
whole of Dungeon master and great 
fun to play (though maybe not quite 
as satisfying from the point of view 
of puzzle solving]. After blasting 
your way through ten bases you 
reach a Space Station and if you finally 
reach the end of (bat multi-level maze, 
smashing screen-size monsters with can¬ 
nons along the way, you can guide your 
droids to your cell to rescue yourself, 
only lo find you have been snatched 
away to another remote hideaway] End of 
Mission I - only 6,490 to go (generated 


Title: 
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Publisher: 
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Price: 
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Reviewer 

John Sweeney 



I t has taken some time, but finally 
the REAL Dungeomnaster Clones 
have started arriving. There have 
been lots of games hyped over the last 
couple of years as being as good as 
Dungeomnaster, but most have been a 
disappointment. Not so with Captive - iL 
has the same playability, quality 
graphics and addictiveness as the origin¬ 
al ga me. 

The plot this time is that you are a 
prisoner on a remote space station in the 
year 2542. You discover a laptop compu¬ 
ter which will allow you ro control four 
remote droids. With very little in the way 
of instructions you must control these 
droids as they fight their way ihrough 
enemy bases scattered throughout the 
galaxy; destroy countless monsters - 
Gremlins. Whirls, Imperial Walkers, 
Tanks, Scientists, Jobs-worths. Floating 
Samurai (beware these - most are very 
quick). Dragons, etc.; spend their ill got 
ten gains on better weapons and body 
components; spend their experience 
points on better skills; and map the vast 
underground complexes so that they can 
destroy them once you have found the 
key Lo reaching the next one. 

The fighting in Captive is very similar to 
Dungeonmaster - you need to develop 
similar techniques of attacking and dodg¬ 
ing in order to conserve your shields and 
reduce the level of Injuries, otherwise you 
will run out of gold! You also need to be 
careful how you spend your experience 
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MUSIC 


WITH YOUR ATARI 



PRINTING OUT 
A SCORE WITH 
COPYIST 


John S Davison's 
regular guide to 
ail the ways 
of making music 
on your favourite 
computer 


A nyone seriously into making music will at some 
stage probably want to write their creations 
down on paper. This can be a very tedious 
manual process, so seems a natural applica¬ 
tion for the computer. In fact there are a num¬ 
ber of music publishing packages now available on the 
ST, and I recently managed to borrow one to try out. 
This was Dr. Ts Copyist Apprentice, a music scoring 
package offering lots of facilities and professional look¬ 
ing output for the relatively low price [for this type of 
package) of £79-95. 

For the uninitiated, Dr, T Is a respected producer of 
all types of music application programs for a variety of 
computers. This package is one of a family of three 
music publishing programs, differing mainly in the 
scope of the musical scores they can handle and the 
sophistication, of the printing process utilised. They're 
distributed by The Synthesiser Company, 9 Hatton 
Street, London NWS 9FR- 

Copyist Apprentice is the baby of the range, handling 
musical scores of up to five pages with a maximum of 
1S staves per page, and printing on Epson compatible 
dot matrix and Hewlett Packard DeskJet printers, Next, 
up is Copyist Professional at £225, which handles up 
to 50 pages., and adds support for the Atari laser 
printer and HP GL compatible plotters, Top dog at 


£325 is Copyist DTP, with a capacity of 100 pages and added 
support for PostScript equipped laser printers and certain 
Linotronic typesetters, for the ultimate in printing quality. The 
two higher level programs also have additional facilities for 
extracting and transposing musical parts from a score, and 
converting scores into sequencer or standard MIDI files. 

Getting back down to earth, Copyist Apprentice needs a 
minimum of 1MB RAM, a colour TV/monitor, one disk drive, 
and one of the supported printers. However, it’s much better 
with a hi-res mono monitor and two drives, and better still 
’Ad 111 a hard disk, aa the program uses disk pretty Intensively. 

If your system has 2MB RAM or more you can use Dr. Ts 
Multi Programming Environment, enabling you to load Dr. Ts 
KCS sequencer program into memory alongside Copyist and 
switch between them as required, - useful for transcribing KCS 
sequencer flies, as we'll see later. 

Copyist uses both mouse and keyboard commands, but most 
operations may be performed using just the mouse. You can 
also construct macros to automate regularly used sequences of 
operations, Staves, notes, text, and a host of musical symbols 
can be placed wherever you want on a page, and each symbol 
may be added, moved, or deleted independently. The supplied 
set of 47 symbols should be adequate for most purposes, but 
the two higher level packages also include a symbol editor to 
create your own, should the need arise. 

A complete page of score won't fit onto the screen, so a 
scrolling system is employed. Moving from page to page is 
more complicated though, involving much disk activity, and ts 
slow unless you use a RAMdisk or hard disk. With a few 
exceptions the screen display is WYSIWYG (What You See Is 
What You Get) - the exceptions being phrase, crescendo, and 
decrescendo markings, and (unbelievably) displaying of text! 
The markings appear in simplified form, while text is shown in 
just one standard style, Six different text styles are available 
for printing, supposedly allowing you to add titles, song lyrics, 
performance instructions, etc. to your music, but its non- 
WYSIWYG nature makes it difficult to accurately position with 
respect to the music. On a dot-matrix printer the quality of the 
text ts nowhere near that of the printed music either, 

TWO WAYS TO SCORE 

A score may be constructed in two ways - either by building it 
manually using the program’s editing facilities, or by importing 
a sequencer file containing the music and letting the program 
handle the lion's share of the transcription automatically. 

The first approach requires you to place the staves, clefs, time 
signatures, and key signatures on the screen: position musical 
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not.es on the staves; then add addi¬ 
tional ornaments and performance 
symbols such as trills, dynamics, 
slurs, etc. Finally, guitar tablature 
and text may also be added If re¬ 
quired, The editor seems daunting 
at first, hut the manual contains an 
excellent, tutorial, so it doesn't take 
too long to get the hang of tilings. 

Note placement is the most tedious 
aspect of score production, so Dr, T 
has tried to speed up the process. 

There’s a "keyboard" mode for note 
entry which uses the computer 
keyboard to enter consecutive notes 
of varying pitch. Chords may be 
input by pressing the appropriate 
computer keys In rapid succession. 

After a chord or note lias been en¬ 
tered, the cursor automatically adv¬ 
ances along the staff ready For the 
next one. There's also a 'Join'' mode 
Which automatically provides note 
stems and beams for groups of 
notes with similar durations. You 
still have to insert, sharps, flats, and 
dotted notes individually though. 

The method does speed up the 
operation somewhat, but surely the 
best solution would have been to 
use direct note input from a MIDI 
keyboard? The program really 
ought to provide this as an option. 

Copyist also has a ' range edit" facility, which allows you to 
highlight a block of notes and perform various functions on 
them. These include erase; insert; cut and paste; move; and 
Join up/join down, permitting stemming and beaming of all 
note heads In the highlighted block. Erase, move, and cut 
functions can also operate on subsets of the highlighted Items, 
for instance it’s possible to erase only stems and beams, move 
only ledger lines, cut only the rests, eh;. Overall the editing 
facilities are very good, but achieving accuracy with it takes a 
little practice, 

SEQUENCER FILE 
TRANSCRIPTION 

The other way of producing a score is to let Copyist construct 
one from an existing sequencer file. Not only will It take files 
produced by Dr. Ts own sequencer [KCS - Keyboard Control¬ 
led Sequencer), but it will also read Steinberg Pro-24 pattern 
files, and Standard MIDI files. This process has to be broken 
down into several stages, each having a screenful of para¬ 
meters to he set to ensure the file transcribes as you Intend. 
Even so, the final results probably still won't be exactly as you 
want them, sc some manual editing is inevitable. Transcription 
can be a very S-l-O-w process too, taking over an hour to 
completely translate a complex five minute piece which uses 
all 16 MIDI channels! IPs still much faster than doing it by 
hand though, 

Another shock - unless you Ye using a laser printer or very 
fast dot matrix printer score printing can also be time consum¬ 
ing. Two levels of printing are provided, namely draft and high 
resolution. Draft quality gives you a general idea of how the 
score looks, but skimps on the printing of the special symbols, 
such as clefs, phrase markings, and the like. The advantage is 


that It’s relatively quick - only about 
10 minutes per A4 page! In draft 
mode you can print the currently 
displayed screen, a whole page, or a 
complete file. High resolution mode 
prints a selected range of pages 
from the score in all their glory, but 
can take £0 minutes to produce 
each A4 page, depending on its 
contents! 

If you've never printed your own 
music before, then even draft mode 
looks quite Impressive. High resolu¬ 
tion mode is something else, 
though. It really is superb, produc¬ 
ing startlingly clean and clear out¬ 
put even on my lowly Star SG10 
9-pin printer! Results from a laser 
printer using the higher levels of 
Copyist should be magnificent. 
Overall, I really enjoyed my Intro¬ 
duction to desk top music pub¬ 
lishing using Copyist Apprentice. As 
you've probably gathered, it’s not 
perfect, but considering Its relative¬ 
ly low price It does an excellent job. 
Dt. T pursues a policy of regular 
product updates, sn perhaps the 
next release of Copyist will address 
some of the niggles mentioned 
above, Copyist Apprentice has little 
competition at present, and if you're 
prepared to live with Its Idiosyncra¬ 
sies I think you"]I find it a useful package which will add a new 
dimension to your music. 

SNIPPETS 

....the second MIDI Music Shorn, aimed at everyone In¬ 
terested in MIDI music technology, will be held at the INovotel 
Hotel. Hammersmith, London on 26-28 April 1991- This time 
tickets arc £5 instead of the ludicrously expensive £10 charged 
last year. Advance tickets are even cheaper at just £3, avail¬ 
able by post from Westminster Exhibitions Ltd., Surrey House, 
34 Eden Street, Kingston, Surrey KT1 1ER, 

....one of the new Yamaha DD-JI drum machines 
has Just been acquired by John jnr. It's aimed at the same 
market as the PSS home keyboards and Is MIDI equipped, so 
I'll be looking at how you can use it with your ST in the next, 
issue. 

....thanks to Microdeal, who've just sent me review copies 
of Quartet, Mastersound 2, Replay VIII, and Replay Profession¬ 
al, the next Issue will also see the first article of a series on 
sound sampling. This will also include details of some of the 
incredible neiv sample based music software Just added to the 
Page 6 PD library, such as Equinox, SoundTracker, and the 
truly incredible NoiscTracker. 

....the Page B PD library also has a groat new PSS voice 
patch editor called the PSS Sound shifter. More details next 
Issue. 

....Page 6'$ World of Computer Music Making audio 
cassette has now completely sold out. 1 hope eveiyone who 
bought a copy enjoyed listening to It as much as I enjoyed 
making it. 

That's it, out of apace again. See you next time. 
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EDUCATION 




T he Play arid Read 
series of programs 
from Prisma is desip; 
ned to teach your child to 
read, 1 reviewed Part 1 of the 
series in Issue 44. and was 
favourably Impressed. Its aim 
was to teach the child a basic 
sight vocabulary of 63 words, 
introduced in a series of five 
books and a learning game 
provided as part of the pack¬ 
age. Part 1 has now been 
joined by two further parts, 
and these are subtitled ’ Frol 
Lopks at Words" and "Prof 
Makes Sentences"* which build on the 
basics' taught in the original program. 
Prisma claim they all conform with the 
requirements ol the National Curricu¬ 
lum, and point out that children using 
them should do so under adult supervi¬ 
sion. enabling guidance and encourage 
rnent to be given as required. 

PROF LOOKS 
AT WORDS 

Part 2 of the series encourages the child 
to start looking more closely at words 
already learned in Part 1. It does this by 
focusing on constituent parts of words, 
namely, beginnings; vowels; double let¬ 
ters: vowel combinations; and endings. 
It's keyed to the five books provided in 
Part 1, and although they're not abso¬ 
lutely essential It does help il you’ve 
already goL them. The package con La Ins 
only one single sided disk and a very 
skimpy instruction leaflet - not much lor 
your money. 

" It uses the same basic learning game 
found in Part 1. requiring the child to 
match a pari of a word shown on the left 
of the screen with the word containing il 
on ibe right. IPs achieved by using the 


EDUCATIONAL 
SOFTWARE REVIEWED 
by JOHNS DAVISON 

joystick or arrow keys to guide a lit Lie 
animated man (Prof of the title) around 
die screen to identify the two matching 
parts. The screen is divided vertically into 
several levels, and these are accessed by 
moving Prof up and down a ladder as 
required to get to the appropriate level, 
This can be quite tricky, as Prof has to be 
guided off the ladder with some prect 
sion, and is one area where adult assist¬ 
ance may be required, especially for very 
young children. 

The program displays the problem to be 
solved at the top of the screen - another 
reason why adult supervision is needed. 
For example it might ask the child to find 
all the words displayed ending with a 
ccrLain Letter. The required letter is 
shown on the left of the screen, while 
several different words are displayed on 
the right, one or more of which end in the 
required letter. 

Initially the required word ending letters 
will be highlighted in a different colour, 
thus helping the child lo litid them. He 


must first guide Prof Lo the let¬ 
ter on the left, then across to 
one of the words ending with il 
on the right, negotiating that 
ladder as required, A correct 
match earns a reward - in a 
puff of smoke Prof is tempor¬ 
arily transformed into a cute 
little animated character in the 
form of a ear, boat, animal, etc. 
As the child progresses, the 
endings are no longer high 
lighted, but are left off the 
words instead, so the child has 
to be able to recognise the 
words without them. Also, a 
number of different endings may have to 
be found within the one screen. A more 
difficult option requires the child to type 
in the required words from the STs 
keyboard, although here we hit that old 
problem of the keyboard lettering being 
in upper case, while the children are 
learning lo read in lower case. Not so 
good! 

Correct completion ol all the problems 
on a screen results in Ihe original reward 
character appearing at the top oi the 
screen to Indicate the fact. Several char¬ 
acters have to be collected in this way to 
complete a step, and when achieved the 
child is given another reward. For this 
the game screen dissolves into a coloui 
ful "picture book' style graphic backdrop 
with the aforementioned characters pro¬ 
viding some neat and amusing animated 
action. 

Exactly the same procedure and game 
are used no matter what aspect of the 
words are under examination. And this is 
my main criticism of the package - it 
could get tedious through repetition, 
especially Ibllowing straight on fiom Part 
1! However, fhe author argues that the 
method used has been proved to be the 
most effective way of teaching these sub¬ 
jects without too much distraction. He 
could he right, but I'm not totally eon- 
viiiced. 
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hand?. As ihe 
child progresses, 
the required 
words are omitted, 
rather than being 
highlighted. so 
the child now has 
to really prove he 
can read! 

"Make a Sent¬ 
ence" take? the 
Idea a step furth¬ 
er. expecting the 
child to rearrange 
a given group of 
words into a 
meaningful sent¬ 



ence;. Yet again it p a based on the vocabiil- booted in write enabled mode. However, 


arv learned in the five book? of Part 1, 


this doesn’t seem to be the case, so the 


PROF MAKES 
SENTENCES 

Part 3 of the series is designed to help 
the child start using his basic vocabulary 
in sentences, and uses a new game Ibr- 
mat to do it (thank goodness'!)- II comes 
on Lwo separately bootable disks, one en 
titled "Finish a Sentence" and the other 
"Make a Sentence". The basic game 
screen depicts a classroom, with a large 
blackboard on Hie wall, The child com¬ 
pletes the problems on this blackboard 
by guiding Prof to pick out words from a 
group appearing underneath it, or by 
typing the words in directly from the ST 
keyboard, if that option has been chosen, 
"Finish a Sentence" starts the child 
thinking about the meaning of phrase? 
and sentences by having him choose and 
insert tbc correct, words into examples of 
them. Different phrases and sentences 


appear on the blackboard in turn, and to 
begin with one word in each phrase is 
highlighted. A row of words appears 
under the blackboard and the child has 
Lo guide Prof to the one matching the 
highlighted word, A correct answer 
makes Prof Jump for Joy and clap his 


and has "easy" and "hard" options. The 
"hard" option at Book 5 level can be quite 
difficult, as the child may have to make 
sense out of twelve words or more dis¬ 
played in random sequence. When the 
sentence has been successfully construc¬ 
ted, the program rewrites it on the black¬ 
board complete with all necessary punc¬ 
tuation, an area that's not otherwise co¬ 
vered by this series oi programs (yet?). 

As usual, after a number of successful 
answers a reward is given. Prof appears 
in a colourful scene such as a mediaeval 
castle, wild west town, and space scene. 
Sometimes the animation here doesn't 
look very inspired, disappointing after all 
the child's hard work! On other occasion? 
more exciting things happen though. The 
documentation gives no dues about what 
rewards to expect, so it's an area the 
child has to discover for himself! 

A? before, there's ail option allowing the 
child to type in the words Instead of guid¬ 
ing Prof to them. The same upper/lower 
case problem exi sts of course, bul this 
could be solved if you don't mind mes¬ 
sing up your STS keys With 
sticky labels marked with 
the appropriate lower ease 
letters! At least the child 
could then start lo learn 
simple keyboard skills too, 
The program uses a "star" 
system for scoring, both for 
"Finish a Sentence" and 
"Moke a Sentence". A first 
rime correct selection of a 
word earns a red star, 
second time correct gets a 
yellow star, and anything 
more merits only a green 
star. It seems the child is 
allowed lo keep trying until 
he eventually finds the right 
word, the program making little attempt 
to prompt him for the correct answer. It 
keep? count of the numbers of stars ear¬ 
ned and at the end of a step displays the 
totals for each colour, I expected the 
scores Lo be written to disk for future 
reference, as the program disk has Lo be 


need for write enable remains a mystery. 


CONCLUSIONS 

With three parts now released and a 
fourth part on the way. Prismas Play and 
Read series is developing info a compre¬ 
hensive ST based reading tutor. General¬ 
ly, I like what I've seen of it so far. Each 
part seems well structured and pre¬ 
sented, and has the bold and colourful 
graphics and cute animation likely to 
appeal lo its intended audience. 

I was rather disappointed with the 
sound though, as in the main this con¬ 
sists of just a few simple musical snip¬ 
pets and odd beeps and buzzes. Also, I 
felt let down by the instruction leaflets, 
as they contains little more than very 
brief program descriptions and loading 
instructions. I feel there there should be 
more guidance given on actually using 
the program. Could do better. Prisma! 

I think most children would enjoy using 
the programs, but very' young ones might 
just find controlling Prof in the ladder 
game a little too tricky 1 , Also, 3 suspect 
they might get a little bored if overex¬ 
posed 10 the programs, especially as the 
first two parts use on identical game for¬ 
mat throughout. Overall though, used 
with care and appropriate adult su peril 
sion the programs should make learning 
to read an easier and more enjoyable 


experience. And thafs what it's really all 
about, isn't it? 

Title: 

PLAY AND READ 

LEARN TO READ 

WITH PROF - 
PARTS 2 AND 3 

Pub isherl 

Prisma Software 

Price: 

£24.95 each 

Reviewer: 

John S Davison 
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ADVENTURE 



J une 30th, 2005, 06:45 Univer¬ 
sal Time: About to blast off on 
the European Space Shuttle to 
investigate alleged assassination attempt 
on the Mission Commander of Space Sta¬ 
tion Pegasus. Will have to be extremely 
tactful as there will be eight different 
nationalities represented up there, 

3, :00 pm; Just docked - seemed to take a 
long time - maybe I should have taken 
Connoly's advice and used, the joystick to 
do a manna! approach? Floated through 
to the Stock Module and met Comman¬ 
der Amiot., said lie would explain all at 
5:00 pm, - meanwhile 1 should explore 
Hie vessel, get used Lo the lack of gravity 
and meet the crew, 

4:00 pm: Explored all but one of the 9 
rooms - Lab Module 2 seems to be lock¬ 
ed: met most of the crew - couldn’t find 
the German, and the Italian girl is frozen 
in a cryogenic device. Tried to set the 
controls to wake her up - I need to ques¬ 
tion everybody - not sure I set it right? 
5:00 pm: Found that 1 can teleport 
around the vessel by clicking on the 
keypad in the corner of my computer - 
amazing what you can do with technolo¬ 
gy! Met the Commander - not convinced 
about this supposed "assassination 
attempt", but there Is definitely some¬ 
thing fishy going on up here - he says I 
can interrogate the crew after 6.00 pm. 

My computer interface suggests what I 
should think about and offers me a 
choice of questions for each crew mem¬ 
ber so I don’t have too think Loo hard at 



Title: 

MURDERS IN SPACE 

Pcblisfie? 

Infogtames 

Piice. 

£24.99 

■^e viewer 

John Sweeney 


the moment! 

6:00 pm; Started 
questioning the crew 
- some of them are 
definitely secretive. 

The Commander sug¬ 
gested that I check 
all their electronic 
mall, but most of 
them won't give me 
their passwords. The 
Ukrainian girl was 
the most helpful - 
but even she only 
gave me a cryptic 
clue to her password! 

7:00 pm: Most of the 
crew seem to have regular routines of 
Jobs to do - some lock themselves in labs 
for periods and L don’t really know 
whether that is standard procedure or 
not, The American and the Japanese are- 
proving very- unhelpful. 1 have searched 
everyone else and explored all but a few 
locked cupboards. Lots of personal items 
which might give clues to their pass¬ 
words! 

There are a few interesting machines 
but 1 can't seem to gel most of them to 
work! The Spare Suits batteries need 
charging - at least I was able to practise 
on the simulator in the Control Module 
in case 5 ever do need to go outside; L 
can’t find a code to gel the Manipulating 
Arm working (but hopefully I won't need 
to mix any chemicals); the Solar Tele¬ 
scope’s controls are incomprehensible; 
and I'm slill not sure that 1 have set 
the wake up alarm properly oil the 
Cryogenic Life Support System! 

8:00 pm: Things are getting worse! 
We seem to have lost coni act with 
Earth the external aerial lias failed 
and no-one seems to be buLhered 
about fixing It until tomorrow - l 
wonder if 1 could fix it myself? 

At least 1 have cracked three of the 
passwords! One of them has some 
coded mail - very suspicious! 

1O;00 pm: Still not a lot of progress 
- some of them have Lold me ot their 
suspicions of others but nothing 
concrete yet. Welcome Party In the Con¬ 
trol Module I didn'L know they had wine 
in Space! Think I’ll have a couple of 
hours nap now. I’ll sei my computer lo 
simulate a faster passage of time! 
Midnight; That was a mistake! The Ger¬ 
man is dead! I haven’t a clue what is 
going on around here! 



4:00 am; Oops - three more have died! 
Managed to repair the communications 
asked Earth for help. They asked me 30 
cryptic questions to give me some Idea of 
what I should have been doing. Am not 
convinced about all of their hints - 1 sus¬ 
pect some of them are either jokes or Red 
Herrings! Still It gave me some clues as 
to what else I should have investigated! If 
only I could start again ... Maybe next 
time 1 should atop time altogether so I 
can really investigate what happens each 
hour in each room more carefully! 

Many, many tries later: Al last I have 
worked out what 1 should do to save 
everybody and how to confront the mis¬ 
creant ts)! Finally found Connoly's code in 
my miniaturised Encyclopaedia Briiaiml 
ca! Still don't know everyone's secret - 
maybe I’ll try one more time ... 

Warning - rny clue package loas missing 
a couple of items - if l/ou heme similar 
problems you can either contact frt/qty- 
rarncs on 071 738-8199 or ask the Guid¬ 
ing Light an 0898 -.33 8933 . 

• SJGJTT &L SOLJVD Excellent graphics 
- you actually yet io use ali the 
machines on-screen - tots of nice sound 
effects 

9 GAMKPLAY Nearly all mouse driven: 
ux'll designed and easy to play, ■Multi¬ 
ple' objectives: stop the murders: Jind 
the cnlprii(s): discover everyone's sec¬ 
rets: save the Space Station: crack al! 
the codes: discover ham the machines 
reorfc: ansiuer the questionnaire 

9 VERDICT Very enjoyable - thoroughly 
recommended to aN aduertfure players 
mho like a good mystery: a tough chal¬ 
k-re ye I/ 1 you teani to solve All* the 
piazl.es and not just jlnd the bad guy! 
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FLIGHT SIMULATION 




I don't usually start my re¬ 
views with accolades for the 
i software under scrutiny, 
but In this case S can't resist it! 

I've waited for many years for a 
flight simulation program that 
can hold its own against Sub- 
logic's classic Flight Simulator II 
(F52). and at last I’ve found It! 

Hi Soft's ProFlight really is the 
finest flight simulator I've had 
Lhe pleasure to use since the ST 
version of FS2 appeared. 

Overall packaging and presen¬ 
tation are very impressive. The 
hefty box contains one single 
sided program disk and a very 
high qualify ringbound manual. This in¬ 
cludes lots of phoLographs and illustra¬ 
tions as well as detailed instructions. The 
program runs in colour or Ed-res 
monochrome on any 5 3 2K ST/STtC or 
above. 

At first glance ProFlLghL seems similar Lo 
many other jet combat simulators now 
available. Like FI6. Falcon, and others it 
offers dogfighting with enemy aircraft, in 
(.bis ease using cannons. Sidewinder, or 
Sky flash missiles, and ground target 
bombing with the help of hi-tech bomb 
delivery systems. This time though, the 
subject of the simulation Is the Panavla 
Tornado, and it has one Important 
advantage over most other simulators ... 


previously only experienced in F32. 

Secondary control is via the keyboard, 
with a function assigned to almost every 
key. As with most flight simulators this 
takes some learning, and HiSoft should 
really have included a keyboard template 
Lo make things easier. There is a four 
page key guide in the manual, though, 

OK, it’s complex, but the program In¬ 
cludes several levels of assistance to 
build your flying skills, firstly, there are 
a number of different demonstration 
flights and scenarios to help you learn 
about general flying, take-offs, and land¬ 
ings, Pitch and bank Limits may be set on 
the aircraft's attitude so you can't get too 
wildly out. of control while you're learn- 


target, (yellow symbol) a short 
description of it appears 
onscreen. If you're looking for 
white symbols you never get to 
see this! 

REALISTIC 

One of Lhe keys to realistic 
flight simulation is obtaining a 
high screen display frame rate, 
and ProFlight’s author has done 
a commendable job here. 
However, to help achieve (lie 
high rate needed the original 
version of ProFlight comprom¬ 
ised on the graphics by using a distinctly 
odd looking method of shading the scen¬ 
ery. Just before Ihis article went to press 
Hi Soft sent me i To Flight VI, 2, which re¬ 
places the shading with solid colour - 
with minimal impact on that frame race, 
and improving the look of the graphics 
no end- 

The supplied scenery database covers a 
relatively small area, but Lhe program's 
capability is actually much greater. 

HiSofL tell me they're developing addi¬ 
tional misslon/sceneiy disks to follow, 
plus a further surprise or two still on 
their secret list! Scenery isn't quite in the 
FS2 league, but does include a good 
selection of buildings, bridges, pylons. 


SUPERB 

HANDLING 

ProFlight’s big plus is in its handling 
and flight characteristics, Primary flight 
controls are via mouse or joystick, with 
the mouse being better by far. You ran 
almost FEEL the aircraft's responsive 
ness through the mouse - it's the first 
simulator ever I’ve actually enjoyed living 
using mouse control. It requires a fine 
touch, bul once mastered It gives an 
accuracy and smoothness of control I’ve 




Title: 

PROFLIGHT 

Publ sher: 

HrSoft 

Price: 

£39.95 

Reviewer 

John S Davison 


ingf Then, alter learning about aeroba¬ 
tics. you can do some combat training by 
dogfighting with other aircraft and bomb 
ing ground targe(s with "crash inhibit" 
mode set. It’s a pi(y the Tornadoes in the 
Gulf War don't have Lhis feature avail¬ 
able! Then, when you're ready, you can 
switch to full combat mode and fight the 
enemy for real, 

COMBAT 

TROUBLE 

Tire only trouble 3 had was in combat 
mode, caused mainly by a few errors in 
the mission planning section of Uric 
manual. The main problem was that it 
incorrectly states that valid ground 
targets are marked on the map with 
WHITE symbols. Actually, they're YEL¬ 
LOW - u< least in the review copy they 
were! Also, it doesn't explain how you 
verify what your selected target is. If you 
position the map cursor over a valid 


lakes, rivers, roads, etc. 

Other visual niceties Include the ability 
to fly tn daylight, dusk, or at night 
when the stars shine down from an accu¬ 
rate representation of the night sky! You 
can also set weather conditions. Includ¬ 
ing partial cloud cover, wind direction, 
speed, and turbulence. 

IVe spenl couni less hours flying ProF- 
light and still find it as thrilling as the 
first time I Lried it. As far as pure IlighL 
Simula Lion goes ids equal to FS2. and 
hence stands head and shoulders above 
all other simulators now available 
However, it doesn't (yet?] match FS2 in 
terms of overall facilities offered, and as a 
combat simulator it’s not as comprehen¬ 
sive as F16. Falcon, or (especially) FI9. 
For me though, the pure flight aspects of 
a simulator far outweigh any combat or 
game considerations, so given a free 
choice of jet simulator I’d go lor ProFlight 
every time. It’s clearly a winner, will 
achieve ’’classic" status, and deserves a 
place In every flight simulator fan’s soft¬ 
ware library. Buy it! 
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PROGRAMS 
THAT CAN’T 
BE OBTAINED 
COMMERCIALLY 

ne explanation for the 
enormous popularity of 
the Public Domain is that 
it provides users with a unique 
opportunity to acquire all sorts of 
invaluable utilities that can’t be 
obtained elsewhere. Many of the 
best programs on offer would be 
considered loo small or insignifi¬ 
cant Lo market commercially 
whilst others form the building 
blocks of full-scale applications. 

The variety of software Is so vast 
that whatever your system con¬ 
figuration or the uses you have for 
your machine, there simply can’t 
fall to be something here of in¬ 
terest, 

DC FORMAT 

Some of the most useful PD utilities are 
those which enhance the STs disk main 
tenance and management functions. 
DISK UTILITIES 3 is a typical exam¬ 
ple of the numerous collections of 
goodies to be found in the PACE 6 lib¬ 
rary'. One of the highlights of the varied 
contents of this disk Is DC Format, the 
versatile and highly revered formatting 
utility From Double Click Software. 
Although this program’s ability lo format 
single or double sided disks with 9/10 
sectors across 80/82 tracks has been 
outshone by several other formatters, it 
remains a winner through its profession¬ 
al design and the host of other options it 
provides. For example, it allows you to 
write various executable programs to a 
disk's bootsector - one such routine en¬ 


ables the ST Lo automatically boot into 
medium resolution without requiring a 
'desktop.inf file. Tills facility is obviously 
'a boon to STE owners who suffer from 
the Infamous medium-res’ desktop bug. 
DC Format also incorporates an 'intelli¬ 
gent' copying function which determines 
the naLure of the source disk and, if need 
be, formats the destination disk accord 
ingly , An accessory version is supplied to 
run alongside your normal applications - 
but this doesn't offer the neat copying 
capabilities mentioned above. 

If you often need to examine, copy or 
create abnormal or protected disks, you 
may find DlskMech the essential com¬ 


panion, Its powerful functions include a 
sector edit or, a disk format editor, a disk 
analyser and a number of back-up 
routines Ibr normal and extended disks. 
Elsewhere on DISK UTILITIES 3 there are 
programs for checking the performance 
of your system such as drive speed arid 
memory, and several more besides. Not 
least there’s Superboot, ail excellent 
boot-up utility with options to change 
just about every parameter you can Ihink 
oil Hie desired selections are made via a 
comprehensive configuration program - 
you ran opl to have a welcome screen 
using any picture in '.TTY" format and 
choose the accessories to be loaded and 
the ALTO programs to be executed. 
There's an optional prompt to set the 
date and lime and even the facility to 
load different desktop.iilf files for alterna¬ 
tive resolutions and colour schemes, Su 
perbouL works by changing certain file 
names on boot-up to de activate the de¬ 


sktop files and accessories. If you don'L 
always require Superboot to be present. 
It’s not a problem - you can configure it 
to execute only when the Alternate key Is 
pressed, or only when it’s not pressed. 
Once you have Superhoot installed, you 
may wonder how you managed without 
It! For the very latest versions of DC For¬ 
mat and Superboot, check ouL CLASSIC 
UTILITIES. 

THE QUICK 
UTILITIES 

QUICK & MYSTIC is one of 

the best utility disks you will find 
anywhere in the Public Domain, it. 
features several famous QUICK 
utilities, the wonderful Mystic 
Formatter and lots of other 
goodies. Quick Format can be 
used to re-format disks so that 
they run faster, and it will even 
handle disks containing data 
without losing any in the process. 
Quick Menu is a neat-looking 
GEM-based menu sy stem for use 
with floppy or hard disk systems, 
containing lots of useful options. 
Of particular interest to hard disk 
owners is Quick Find, which sear¬ 
ches a specified disk for filenames 
matching the pattern supplied by 
the user. The resulting output can be 
directed to the screen, a file or a printer. 
Quick Index helps you to analyse the 
efficiency of different ST systems by run¬ 
ning a series of benchmarks to see how 
die statistics compare. Just how much of 
an improvement is that hardware blitter? 

MYSTIC 

The eponymous Mystic Formatter Isn’t 
just any old formatter it may he less 
flexible than many of its eompetitors but 
the novelty is lhat It works entirely in the 
background, leaving you Lo get on with 
more stimulating tasks. 

Don't go away, there’s more! DCopy 
gives you dozens of useful disk mainie- 
nance functions and the accompanying 
DCopy Shell program adds a GEM menu 
to simplify their selection. As well as the 
usual disk copying and formatting facill- 
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ties DCopy perforins many more esoteric? 
tasks such as conversions between 8 -bit 
and 1 6-bil text files, .arc file creation and 
extraction, hex dumps and file modifica¬ 
tions. Expander will transform any single 
sided disk into a double sided one, with¬ 
out overwriting Lhe data, This is par lieu - 
lariy useful for those users who have 
recently upgraded their drive or who 
have a large collection of single-sided PE) 
disks and want to make use of all Lhe 
redundant disk space. Other programs 
on the disk include a demonstration of 
G+Plus - a powerful replacement for 
GDGS which looks to he very' good in¬ 
deed. a mouse accelerator that’s control¬ 
led by simple key presses and a screen 
saver that will blank out your monitor 
alter three minutes of mouse or key In 
activity. The screen saver runs from the 
AUTO folder and seems to be compatible 
with a large number of commercial appli¬ 
cations (it certainly works well with Pre¬ 
text. 5 on the STE3) 

GET HACKING! 


Wouldn’t it be nice if instead of display¬ 
ing a meaningless row of bombs when a 
program crashed, your ST could actually 
tell you what sort of problem had occur¬ 
red? With Antibomb - one of the HACK¬ 
ER'S UTILITIES - it card Anti bomb is 
a small TSR (Terminate and Stay Resi- 
dent program) which waits for a crash (or 
to use the correct 68000 terminology, an 
exception] to occur and dutifully replaces 
the bombs with an informative alert box 
describing the error In English. Depend¬ 
ing on the nature of the problem. It may 
then give you an option to continue or 
abort the application - a simple, but con¬ 
siderable enhancement. Other HACK 
ER5 U I'JUTTES include a sector editor 
with excellent documentation, a disk 
verify program and a programmer's ver¬ 
sion control system to help keep accurate 
and detailed program back-ups. Also. 

Ram plus is a combined RAM-disk and 
print spooler with several other features, 
"Hie RAM -disk is immune to soft resets or 
resolution changes and can be preset to 
a range of different memory' sizes and the 
desired drive identifier. The author 
claims ft will even increase the storage 
capacity of floppy disks by fixing a bug in 
GEMDQS! 



Enabled 


Fnabttd 


mm 


E hab Led 


Left - set your system 
up as you want it with 
SUPERBOOT 

Below - VK1LLER one 
of several utilities on, 
THE VIRUS DISK 



utilities to help defeat the 
menace of the virus prog¬ 
rammer, Super Virus Killer 
Iforn MUG UK is one of the 
best PD programs of its type 
■ It can recognise 5 bootsec- 
tor viruses, 7 anti-viruses 
and 133 other types of boot - 
sector, such as those found 
in many commercial games 
and even some Public Do¬ 
main demos. All of the op¬ 
tions are accessed via friend¬ 
ly pull-down menus. As well 
as the standard 'kill' func¬ 
tion there’s a selection of 
anti-virus bootsectors which you can 
write to your disks for maximum safety. 

THE KILLER 

VKiller Is a similar program that is com¬ 
pletely mouse/icon driven and is equip¬ 
ped with options to save, print, and view 
bootsectors. Install a virus-guard routine 
and, of course, eliminate any nasties that 
are lurking on your disks. VKiller claims 
Lo deal with no fewer than 18 known 
viruses. Other highlights include a de¬ 
mons trai ion of some of the common ST 
viruses - this can help you recognise the 
symptoms atid thus deal with any prob¬ 
lems before major damage is done - and 
a unique compilation of virus prevention 
utilities, For example. Watcher is a small 
routine that sits patiently In memory and 
checks that the disk’s bootsector Isn’t 
altered when it shouldn't be. whilst 
Hootcmp compares a disk's booLsoctor 
with a tile known to contain the correct 


uninfected data. The disk contains full 
documentation on how to operate the 
various u l ill ties, hints on the best ways 
to use them with your system and a great 
deal of other information, To quote a 
warning from Richard Karsmakers’ 
Viruses article in PAGE 6 issue 35 - "EV¬ 
ERYBODY can become the victim of a 
computer virus” - but with THE VIRUS 
DISK at least you will be prepared. 

One of the most effective ways to im 
prove your STs environment is to invest 
in a complete replacement desktop. The 
commercial application Neodesk has 
gained a high repuLation In this field 
(' possibly the most worthwhile package 
any serious user will ever purchase" 
issue 47] but it’s by no means the only 
solution, Before you fork out forty 
pounds for Neodcsk you'd be well advised 
to Investigate the growing number of 
alternative desktops in the Public Do¬ 
main. Sounds to me like it could be 
another PD World topic, 

Keep watching this space! 


VIRUSES OUT! 


However carefully you look after your 
disks you can never be sure that you 
won’t pick up an uninvited guest - a 
computer vims. But what you can do is 
take some simple steps to prevent 
viruses causing havoc in your system 
and spreading to other disks. THE 
VIRUS DISK is a collection of the best 
virus detection programs available in the 
Public Domain and offers several other 


HOW TO GET THEM 


Aft of the disks featured in PD World are available from the PAGE 6 ST library Each 
has a reference code which you should use when ordering or making 

enquiries. Please contact PAGE $ if you don’t have a copy of their Accessory Shop 
SfIS ts 3nd cdeck the s Y stem requirements tor each disk , THE PAGE 6 CATALOG 
disk containing a full fist of disk names and contents is available from the library 
priced at £1. The disks referred to in this article are . y 


ST76 - DISK UTILITIES 3 
ST131 - CLASSIC UTILITIES 
ST182 - QUICK & MYSTIC 


ST376 * THE VIRUS DISK 
ST37B - HACKER S UTILITIES 


Prices for standard disks are £2.95 each or £2.50 each for ten or more 
Write to PAGE 6, P.O. Box 54, Stafford, STf6 1 DR 
Telephone 0785 213928 or FAX 0735 54355 with credit card orders 
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COMPILATIONS 


FOURSOMES 


T hree companies have recently re¬ 
leased Greatest Hits " compila¬ 
tions each with some sort of 
theme, Ocean's HOLLYWOOD COL¬ 
LECTION stays with the hit movie 
theme giving the computer/lilm buff the 
following: Batman The Movie. Rob nr op, 
Indiana Jones and the Last Crusade and 
Ghostbusters IS. Elite s FINALE, claim 
ing to be the best of any released com¬ 
pilation offers Paperboy, Ghosts & Gob¬ 
lins, Space Harrier and Overlander, It 
also states that Frank Bruno’s Boxing is 
in this set although my copy did not 
contain this and following my reading the 
Instructions 1 felt that it was a PC only 
offering, although 1 will he pleased to be 
proved wrong, Finally Cod cM asters 
QUATTRO offers four beloved budget 
games of variable quality Pro Powerboat, 
Nitro Boost. SAS Combat and Pub Trivia. 
Overall each box offers four games 
[although Elite do claim 5] of different 
degrees of geriatrieiLy, with Finale's 
Space Harrier including a 1985 copyright 
date within its credits. This is not to say 
old is not good but in the hi-tech world of 
STE and Mega technology it is more than 
likely thal new owners will find that the 
game does not sing and dance as well as 
some more modern Psygnosis or Infog 
rames may. 

Having allowed for the age of the prog¬ 
rams 1 will try to guide the reader 
through the options in these collections. 
QUATTRO is a budget compilation of 
older and budgeL priced games, These 
have been reviewed In the past and In the 
majority the same criticisms hold true. 
Pro Powerboat Is a bit of a misnomer lor 
what in essence is a fast and difficult to 
control chase game that would have 


HOLLYWOOD COLLECTION 

Batman The Movie, Robocop, In¬ 
diana Jones and the Last Cru¬ 
sade, Ghostbusters II 

Ocean £19.99 

FINALE 

Paperboy; Ghosts & Goblins, 
Space Harrier Overlander 

Elite £24,99 

QUATTRO 

Pro Powerboat, Nitro Boost SAS 
Combat, Pub Trivia 

CodeMasters £12,99 

Reviewer Damon Howarth 


looked better as part of a James Bend 
arcade sequence, Nitro Boost is a reason¬ 
able version of a race game through 
towns and rivers with adequate controls 
and fairly colourful graphics which may 
entertain for a while and SAB combat is a 
fairly sound rendition of Commando In 
large Arcade style blocks and brash col¬ 
ours, For me the collection was saved by 
Pub trivia which presented a strong quiz 
game converted from one of the earlier 
quiz machines to hit the hostelries of 
Britain. It allows multi player involve 
merit and seems to have a fairly broad 
collection of questions with some tactical 
play to go with it, All in all QUAVPRO is a 
value for money collection for those with 
a lack of software or lor those who really 
use the machine for "serious" things and 
want the occasional arcade flourish on 
the cheap, 

FINALE is a collection of old hits that 
were very highly thought of in their day. 
and contains the most ambiguous pack¬ 


aging l have seen for some time, I even¬ 
tually found by scanning the small print 
on the box that the elusive Frank Bruno 
was actually replaced by Overlander on 
non-IBM machines. So while the packag¬ 


ing shows five games only expect four in 
any particular format! This merely high¬ 
lights one of my long term grumbles 
about some of the software houses and 
slightly suspect packaging. The games in 
the set are of good value. Ghost L N Gob¬ 
lins Is the archetypal arc venture with 
friendly graphics and good colour use, A 
faithful translation from the original, 
even so it Is a little dated and creaks 
around the edges. I still enjoy playing 



this game and it Is a little piece of his¬ 
tory. The same ran be said of Paperboy 
and Space Harrier, Both use the technol¬ 
ogy of their Inception very well and are a 
worthwhile experience at any time, their 
inclusion in a compilation is a reasonable 
thing Insofar far as they are good games 
that no longer merit high individual pric¬ 
ing- Overlander was a game I found 
trying and annoying, a scrolling race 
game with little to really recommend it. 
still I suppose that compilations should 
be allowed one problem entry, As with 
the previous piece of software not bad 
value if you do not own any of these 
games already 

HOLLYWOOD COLLECTION offers 
four fairly modern games albeit that one 
of them now appears for free III the new 
power pack range. This is an attempt to 
place slightly more modern and more sti¬ 
mulating game play at an affordable 
price. The major disappointment in this 
is Rubocop, If only because it does not 
show the ingenuity of software planning 
the other three offerings do. All the 
games have strong graphic and sonic ele¬ 
ments and with the multitude of cheat 
anodes being published none of them 
should take too long to complete. My 
personal favourite was Batman, with its 
small sprites and interesting mode of 
animation for rope climbing, Ocean 
maintain their policy of strong sound¬ 
tracks and video scans of leading charac¬ 
ters within the play frames to good effect, 
Ghostbusters II gives the feel of a film 
with it's sets and difficult but playable 
scenes. 

Of the three compilations Hollywood 
Collection is the one which offers the best 
value for money for any newcomers who 
have not bought the originals or even for 
those of us w r ho felt the film licences were- 
over-priced. There Is still a little original¬ 
ity In these games and thus of the three 
this has to be my favourite compilation. 



• GAMEPLAY - AH ore at least adequate, 
most are very playable if tinted 


• SQU7VD &, GRAPHICS - Variable. 
Ocean s$em io do best here since 
theirs are the youngest games 

• VERDICT - Quattro and Holly mood are 
uery goad ualue arid recommendable. 
Finale seems overpriced/or older not 
quite classics 
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ST GAMES ... ST GAMES ... ST GAMES... 






WELLTRIS 



A lexey Pajltnnv Is appa 
rcrilly a member of the 
Soviet Academy of Sci¬ 
ences, and is also a famous 
Soviet mathematician. He is 
now also the author of two ex 
ccllent computer puzzles, his 
original title which many of 
you will have heard of - Tetris. 

Tills new puzzle involves: a 
three dimensional view, as 
though you were looking down 
a well. At the bottom of the 
well there is an eight by eight 
grid. The game's overall con¬ 
cept Is very simple. Various 
different shapes will randomly 
appear at the to p of the well 
and slowly fall to the bottom. 
Using the keyboard, you must 
control where the blocks will 
fall so that they fit into the 
available squares in the grid 
at the bottom. In order to 
achieve this you must move 
the shapes around the well’s 
perimeter, thus placing the 
shape in the exact position 


you require. In 
addition to this 
you can rotate the 
pieces as they fall, 

The combination 
of these two control methods 
wall enable you to place the 
pieces exactly on the gild 
where you want them (pro 
vided that they wall Fit). In 
order to score points you must 
position the pieces so they 
form lines which stretch fully 
across the well bottom, either 
vertically or horizontally. 

When a line is formed, your 
score is incremented and the 
completed line is removed 
from the well. 

At times {actually most of rhe 
time when you are just begin 
ningf] you will be unable to fit 
a piece into a gap in the grid 
at the bottom of the well. 

When this happens you have a 
choice of two options. By 
dropping a shape down a cor¬ 
ner of the well. It will split into 


two separate parts. If this does 
not help you are forced to let 
the shape overlap onto one of 
the well's walls. When this 
happens the offending wall is 
removed from play for a num¬ 
ber of moves, thus making 
your dilemma vastly worse! 

Puzzle games of this type are 
vety r definitely an acquired 
taste, and because of this 
there will be many people who 
cannot get on with Welltrts. 1 
found it to be very addictive, 
and once you have the knack 
of the controls it is both enjoy¬ 
able and very stimulating to 
the old grey matter! Presenta¬ 
tion wise, the game is nothing 
stunning. The graphics arc av¬ 
erage as is the sound, but this 
does nothing to weaken Its 
quality, it’s brilliant! 




The game begins 
with a superb ani¬ 
mated sequence as 
the princess re- 
fu ses the Grand 


FACTS 


Title; PRINCE OF PERSIA 
Publisher: Domaik 
Price: £24.99 

Reviewer: John Davison jnr 


SIGHT & SOUND 


The animation is stunning and 
the sound offsets are superb 


GAMEPLAY 


Groat - apart from the fact that 
you go back to the beginning 
every time you die 


VERDICT 


Would be a suporb game it it 
were net for the above 


H ands up all those peo¬ 
ple who remember 
Karateka? Now that 
was a long time ago. Most of 
you won't have a clue what I'm 
talking about, but there must 
be some who remember one of 
the classic karate/arcade 
adventures of all time. Well, 
after all these years, we now 
have a sort of pseudo sequel 
written by the original author. 
This time you play the part of 
an heroic adventurer who 
must, rescue the beautiful 
princess from the evil and 
apparently "sexually deviant' 
(whatever that means) Grand 
vizier. You have sixty minutes 
in which to rescue the pretty 
maiden from the evil Persian's 
grasp, 


Vizier what he wants [dirty 
devil!}, she then appears a 
trifle distressed as the sequ¬ 
ence fades and your character 
comes into view, in a dungeon. 

You must work your way up 
through the various levels of 
the dungeon to find your love. 
Along the way you will en¬ 
counter unfriendly guards, 
strange potions, and artifacts 
which will be Of u se. You must 
engage in sword fights and 
avoid many of the cunning 
traps which have been set to 
prevent your escape, 

Appurently, the author, Jor¬ 
dan Mechner has spent many 
hours watching movie clips to 
bring you some of the most 
realistic graphics ever seen in 
a computer game. He didn’t do 



FACTS 

Title: 

WEIURIS 

Publisher: 

Infogromes 

Price: 

£24 99 

Reviewer: 

John Davison Jnr 


SIGHT & SOUND 


Nothing stunning at all. The 
graphics ore bold and bright 
and the sound is adequate 


GAMEPLAY 


tf you enjoy Spatial puzzles you 
will love this, tf not It wltt drive 
you nuts. I toved it 


VERDICT 


My personal verdict is that 
Wetltris is superb. However, 
arcade tans will find the pace 
a i We stow 



too badly I can tell you. as the 
animation is stunning! I have 
never seen anything quite like 
it. it is smooth and treme¬ 
ndously lifelike. The sound Is 
also excellent, and as with 
pretty much every other re¬ 
cent release the spot effects 
and music use samples, and 
the quality Is very high indeed. 
The sound of clashing steel Is 
especially realistic. 

As arcade adventures go. 
Prince of Persia is fairly typical 
In terms of playability, and 
you will either love it or hate 
it. Personally, 1 think it Is brlh 
liani, but J do have one qujb 
ble. When will software au¬ 
thors learn that players very 
soon become bored when they 
have to go bark to the begin¬ 
ning every time they die? Why 
do they keep doing this to us? 
It’s so annoying! This game 
would be amazing if it weren't 
for this silly feature. 
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SNOWSTRIKE 


T he year is 1999. and 
the President has dec¬ 
lared war on the drug 
barons of South America. To 
do battle with the Colombian 
drug lords a special lighter 
has been developed to fly both 
land and sea based missions 
with the objective of des 
troy trig the drug plants and 
shipments. As you could well 
imagine these missions are 
very dangerous because of the 
immense resources which the 
drug barons have at their dis¬ 
puted. Only the best US pilots 
are capable of doing the job. 
You are tbe pilot of an 
F14 3X1B ‘Cosmos’, a brave 
and heroie pilot who must go 
into battle and carry out 
’Operation Snowstrike'. 

On first Impression, ’Snow- 
strike" appears to be either 
one of two different styles of 
game. It could be described as 
a flight/combat simulator in 
the vein of FI5 Strike Eagle. 


Alternatively it 
could be viewed as 
a simple shoot ’em 
up in the style of 
SkyFox/SkyFox II, 

I’m not sure which 
it is closest to: a ridiculously 
simple simulator or a treme¬ 
ndously difficult garnet 
You have various levels of dif¬ 
ficulty and weather conditions 
to choose from, and also the 
choice (jet ween either a sea 
based ’shipment busting' mis¬ 
sion or a land based mission 
to knock ouL the drug factor¬ 
ies. Your final option is to 
choose your co-pilot from a 
lisL of men with varying perso¬ 
nalities from complete rebel to 
outright nerd. Til is option is 
quite important as it governs 
the level and quality of assist¬ 
ance which your accomplice 
will give you. 

The main game screen is very 
similar to a flight simulator, 
you have the appropriate in¬ 



struments at the bottom of the 
screen and vour view of Lhe 
outside world at the Lop. Con¬ 
trol is with a combination of 
mouse and keyboard to con¬ 
trol the plane and iis various 
weapons systems. Basically 
your mission is to carry out 
your instructions and knock 
out any enemy planes w r hich 
may try to geL in your way. 
Upon completing the mission 
you must return to base in 
order to receive further in¬ 
structions and to refuel. 

Presentation-wise, 5now- 
strike docs not excel In any- 
department. Tire graphics are 
fast, yet fairly simple and the 
sound effects and music are 
adequate yet nothing stun¬ 
ning. It's not bad though. 


FACTS 


Title: SNOWSTRIKE 

Publisher: Epyx 
Price: £19.9? 

Reviewer: John Davison I nr 


SIGHT & SOUND 


Adequate tar the style of 
game, although not awe in¬ 
spiring 


GAMEP 


Frustrating. It is basically a diffi¬ 
cult to control shoot 'em up 


VERDICT 


A gam^ which is not quite a 
simutotaf yet a bit more than a 
simple game. Not bod, but no¬ 
thing spea'ctf 


FACTS 


Title: WORLD CHAMPION¬ 

SHIP SOCCER 
Publisher: Elite/Sega 
Price: £19.99 

Reviewer: Damon How arm 


SIGHT & SOUND 


Both at these present os ade¬ 
quate although the c hunky 
sprites are easy to spot 


GAMEPLAY 


Fast furious and difficult, some - 
times vague in controls 


VERDICT 


A good effort, worth buying if 
your soccer desires are strong 



WORLD OUMPIONSHIP 

SOCCER 


A h! A soccer game that 
looks like Kick Off 
which has been de¬ 
veloped from the Sega games 
machine. Elite Systems have 
used their expertise in con¬ 
verting arcade games to pro 
duced a conversion that 
seems to work rather well. 

The options in this one or two 
player soccer game include 
such things as choosing your 
own international side (based 
upon the last World Cup 
squads] and selecting a team 
by the relative strengths of 
players. To make life even 
more entertaining and thereby 
allowing a stronger simulation 
effect the various teams have 
a grading to show roughly how 
tough as opposition they 


should be, Scot 
land, the least 
beaten (although 
least successful). 
World Cup quali¬ 
fiers in recent events, rate 
lower than Northern Ireland 
and the English. It is however 
a little distressing to see they 
have difficulty matching up to 
the Cameroon team in statis¬ 
tical power! Apart from that 
little gripe the control for the 
game is exemplary although a 
little slow. The graphics are 
nice and chunky and repre¬ 
sent team colours well. 

Unlike the current yardstick 
of Kick Off I arid II the game 
does not have fouls, red cards 
and the like and neither does 
it include weather factors, Oil 
the other hand it does have 
the statistical base earlier de- 
srrihed. It is very pleasant to 
discover these ratings aeLually 
affect play, it Is far easier to 


play with Brazil and Italy than 
it is to even score with the 
U.S.Ar and Scotland. The com 
puter seems to have psychic 
talents and is able to plant the 
striker in the right place while 
your goalkeeper develops ten¬ 
dencies to throw at said for¬ 
ward- Apart from that and the 
fact l never ac tually won or 
drew a game against the com¬ 
puter Lhe game flows well and 
maintains interest, 3 felt that 
the computer was perhaps a 
little too strong in the early 
stages and that even with the 
weak teams the goalkeeping 
from the computer was too 
effective, 3 must admit that I 
never even managed a goal 
although Brazil but did hold 
the U. S. A. to a last minute 
winning goal defeat, far better 
than Italy’s 9-0 defeat of the 
Scots! 

I can quite happily recom¬ 
mend this to any soccer fan, 
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A long time ago and 

many public houses 
away there was an in 
novative platform arcade game 
called Bomhjack. in which a 
lithe sprite like creature boun¬ 
ced around screenful Is of 
famous buildings, like i he 
Sphinx, collecting apples and 
defusing bombs. This game 
had many sequels all with 
very similar themes and very 
similar moves. Needless in say 
it was successful ir] all incar 
nations. Even more needlessly 
1 might add that the computer 
world also received many ver¬ 
sions of this classic game. 
Mighty Bombjack is the latest 
in the line. 

This particular variant is 
based on a fantasy adventure 
setting as the little bug goes Lo 
rescue a fair princess from the 
evil Beelzebut a foul demon. 

He goes because he is the 
youngest brother of the prin¬ 
cess and all of his siblings 


shots were accre¬ 
dited Lo the Amiga, normally a 
bad sign since it means that 
the ST screens are bland to 
say the leasL. This was eer 
tainly true of the original so 1 
prepared myself for the dis¬ 
appointment. Happily this in¬ 
carnation is better than the 
original and actually has a 
background and some in ferae 
tive chests of powers and 
goodies. Once play begins and 
the joystick wielder realises 
Just how Lo move the small 
figure about Lhe screen there 
is quite a good platform based 
areventure lurking behind this 
sequel. 

The graphics, which are in 
such games all important, are 
decidedly more useful and 
better than J had expected . 


There ts a strong use of Colour 
and a reasonable sound 
accompaniment, although I 
did feel at times that the con¬ 
trol of the hero could have 
been more positive. 

In this version not only do 
you need to avoid the nasties 
as you collect discs you also 
need Lo open chests by bounc¬ 
ing on them arid thereby 
obtaining various useful 
bonus abilities. 

The game does not present 
the tactical challenge of such 
as Beyond The Ice Palace hut 
presents a more problem 
oriented And the exit' type of 
game. 1 found It quite enjoy¬ 
able and a good representative 
of its type, far be tter than the 
original. 



FACTS 


Title: MIGHTY 

BOMBJACK 
Publisher Elite 
Price: £19.99 

Reviewer: Damon Howarth 


SIGHT & SOUND 


Both ate adequate- for foe 
gams in hand, neither really 
create noticeable acclaim 


GAMEPLAY 


Smooth $c?oitfag with pleasant 
controls that become vogue erf 
times 


VERDICT 


Decidedly acceptable, but little 
in the way of novelty to re com* 
mend it 



FACTS 

Title: 

ST U N RUNNER 

Publisher 

Do mark 

Price: 

£24.99 

Reviewer: 

John Davison Jnr 


SIGHT & SOUND 


The graphics ore slow and jerky 
onct foe sound is quite dreadful 


GAMEPLAY 


Could be superb, but it is un¬ 
playable due to fo# stuggjsh 
nature of the graphics 


VERDICT 


Not brilliant. An eight bit com¬ 
puter is more than capable of 
producing something better 
than this 



I n this arcade machine 
conversion the basic idea 
is a sort of futuristic 
bobsleigh run, where instead 
of a sleigh you pilot a 
'S.T.U.N/ ship through the 
twisting underground pas 
sages of another world. 
Through these passages you 
will encounter a variety ol' ob¬ 
stacles ranging from difficult 
slopes and curves to enemy 
S.T.U.N. craft whose only wish 
is to hinder your progress. 
Along your high speed path 
you will find a number of 
green stars dotted along the 
floor of lhe tunnels. Ef enough 
of these are collected then you 
are given a weapon known as 
the ‘Shockwave', which will 
obliterate everything in your 



The graphics in S.T.U.N, 
Runner are quite disappoint¬ 
ing, A game of this type could 
be quite aanazing especially if 
it weis smooth and last. This 
implementation Is quite a let 
down, lhe graphics are Just far 
too sluggish to make the game 
look right'. On top of this the 
sound effects are dreadful. An 
attempt has been made to 
have some digitized Speech 
every now a aid then, but it is 
simply impossible to work out 
what is being said - if is mere¬ 
ly a noise. 

I have not seen the arcade 
original of S.T.U.N. Runner so 
1 have no Idea how close this 
version is. I can well Imagine 
.that the graphics are quite 
stunning and that it is much 
faster than this conversion. 
Speed is die main let down of 
the ST version, the movement 
is far loo slow to make the 
game playable for long, 


path. The shock - 
wave must not he 
depended upon for 
removing all nui¬ 
sances, set your 
craft is also equipped with a 
laser for destroying anything 
which gets in your way! Sup 
piemen ting this arsenal you 
also have the capability to 
force your craft up to treme¬ 
ndous speeds by moving over 
a Turbo Boost Pad' which will 
take your craft to nearly light- 
speed and make it temporarily 
unstoppable by obslrucLions. 
Your view is from Just behind 
your craft, thus giving you a 
three dimensional view of the 
tunnel as it Spirals towards 
you. You must simply negoti 
ate the winding passages and 
try to reach the end. Just as 
with a bobsleigh, you should 
follow the outside line of the 
tunnel to maximise your 
speed. 
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metallic boxing 
glove fist. The legs 
were perforce un¬ 
protected owing to 
lock ol funds, still 
we could win! 



when played in one player 
mode which allowed me Lo 


W henever 1 receive In- 
fogrames software ! 
always expect some¬ 
thing a bit different and a bit 
special and rarely am I dis¬ 
appointed. Recollections of 
Japanese late night monster 
and giant robot shows slipped 
into my subconscious as 1 
read the entertaining instruc¬ 
tion book and eagerly watched 
as the first disk loaded to ex 
cellent music and effect s. 

The panning of a large robot 
with its small operator was a 
wonderful Intro and set the 
scene. Finally the ST accessed 
the second disk of the set and 
the game could begin. 1 was in 
control of one of those mons¬ 
ter robots so beloved of Comic 
books and Transformer fans 
everywhere. The match was 
ready to begin. From my 11 
lulled initial budget l had lo 
buy and equip a hat tie hot to 
represent me In the knockout. 
! bought it a laser arm and a 


The screen changed, lilts 
whirred and the construction 
scene was completed when 3 
saw my huge opponent. This 
would be tough! The fight was 
btLtcr and control was a simi¬ 
lar experience to Barbarian 
style combat games. My robot 
was crushed. I lost but was 
eager to try again, 

Eventually by winning a bout 
I had enough to upgrade to a 
meaner tougher machine but 
as In all such things the com¬ 
puter had a tougher one. Win¬ 
ning two In a row put. me on a 
bonus screen which allowed 
me to beat up little humans 
and their puny tanks anti heli¬ 
copters In a battle simulation. 

I did find the game had a 
built in secret for success 


progress a tong way into the 
game with little challenge. The 
game could become quite 
challenging in the two player 
mode and certainly offers a 
strong one player challenge if 
you don’t figure out how to 
cheat. 

Although this is really only a 
variant on the beat 'em up 
t heme Metal Masters Is pre¬ 
sented in a novel and imagina¬ 
tion grabbing style. It certainly 
rates as my favourite of the 
games l reviewed this time 
and 1 am happy to recommend 
It to any person wanting a 
change of pace in Iheir combat 
gaming. 

It certainly had me hooked 
from the word go. 



FACTS 

Title: 

METAL MASTERS 

Publisher: 

Infog names 

Price: 

£24.99 

Reviewer: 

Damon Howarfh 


SIGHT & SOUND 


Both are atmospheric, correct 
and excellent 


GAMEPLAY 


East fun and addictive 


VERDICT 


A matvetious sci-fi stugfesl. Buy 
one immediately! 


FACTS 


Title; TOURNAMENT 

GOLF 

Publisher: Elite 
Price: £19.99 

Reviewer John Davi$on jr 


SIGHT a SOUND 


the graphics are Slick and 
smooth and appear to be very 
teatisfte The sampled sound F/ 
X are excellent if a tittle abrupt 


GAMEPLAY 


Considering I'm not a goit fan t 
enjoyed it very much 


VERDICT 


I loved it. If you're a gotf fan 
you would probably enjoy it 
even more 


mi i 



I 've never been a big fan of 
golf. S don't like watching 
it on TV and I’ve never 
been able to get t he hang of 
playing, either on the course 
or the driving range. Should I 
really be reviewing this game? 
Tournament Golf from Elite 
is described as a 'golf simula¬ 
tor’ which allows you lo Lake 
pari in a tournament across 
three world class courses 
against fifteen other proles 
slonal players. 

To aid you in your game, you 
have been teamed up with a 
caddy who will give you useful 
advice when you need it- Now, 
as I’ve already said I'm not a 
very experienced golfer, but I 
do know that 1 have never 


seen a pretty, talk 
brunette golf caddy 
with long legs and 
a skirt lhaL would 
serve well as a belt! 
Do golf clubs really allow this 
sort of thing? Am I missing 
something? 

On loading the game you tire 
greeted with an awkward 
password protection system 
which has you thumbing 
through the manual searching 
for a single word, Once you 
are 'in' the game you have a 
multitude of options before 
starting. You can select your 
level of play and also whether 
you are practising or entering 
the tournament. Once the 
game has started your view of 
the proceedings for the larger 
part of the game is from 
directly behind your character 
with the fairway stretching out 
111 front of you. On the left 


hand side is a plan view of the 
'hole' which you are currently 
playing. When I if?] you reach 
the green, the view changes to 
a bird's overview of your char¬ 
acter as he tries to sink the 
ball. 

Graphically the game is very 
good Indeed. The animation of 
your large and detailed ‘golfer 
character is smooth and 
realistic. The sound is also of 
a very high quality, compris¬ 
ing mainly of sample spot 
effects. The crowd cheer when 
you hit a great shot, and gasp 
in a suitably sympathetic 
mariner when you miss a pul. 

To play I found the game sur 
prLsingly fun! The control 
method using the mouse and 
a series of icons Is easy Lo gel 
used to and overall ! found it a 
pleasure to play. 

Golf may not be that bad after 
all! Maybe I'll Lake it up! 
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I 



T his game bears all the 
hallmarks of a Fsv gno¬ 
sis game, well pack¬ 
aged with a colourful box and 
fairly detailed Instructions 
together with strong screen¬ 
shots on the box. The promise 
of good things inside Is borne 
out fairly well, the loading 
strains are good and keep the 
attention during loading. The 
game gives forth the now ex¬ 
pected superlative screen ani¬ 
mations and scenario set up. 
lhe question is though what 
sort of game is this? 

Basically what we have Is a 
Space jockey race game, using 
a 3D course reminiscent of the 
Preescape scries of games. The 
control system is different 
from the norm allowing a play¬ 
er Lo control the head of the 
pilot and the ship indepen 
dently. Oh yes, the player 
takes (lie part of a somewhat 
suicidal space nicer in a 
futuristic sport Lhat guaram- 


sentation only reach the ade¬ 
quate and arc an anti-climax 
to all the good pre race work 
to he described later. 

Some of Psygnosis latest 
offerings are starting to show 
signs that the design team are 
looking Lo the old ideas and 
frying to breath new life Into 
them. The last few games have 
just about worked and again 
this manages the same cu¬ 
rate's egg type of performance, 
"Hie opening screens, wherein 
the player prepares for take off 
and sets up his ship with 
some o f the expansive and ex¬ 
pensive arsenal of devastation., 
are very well conceived, re¬ 
miniscent of many early TV 
sci-fi series. So too the con¬ 
trols which utilise Joystick, 
mouse and keyboard giving a 


complex learning scenario for 
the beginner. Your in flight 
objectives appear to be 
threefold, to win, to destroy or 
disable the opposition in order 
to achieve part 1 and finally to 
pick up as much bonus cash 
as possible while circumnavi¬ 
gating the very twisty and dif¬ 
ficult course. On the bright 
side it is possible to play 
against a human opponent if a 
cable is set up allowing (wo 
players with their own 
machines lojoin in life a aid 
death combat. 

1 felt that this game had a 
great deal of top show but very 
little nitty gritty once the 
twists are unravelled. A game 
of interest however to those 
who enjoy a good competitive 
shoot 'em race. 




Pictoriolty excellent, smooth 
scrolling and vivid. Sanicaliy 
weak but just acceptable 


GAMEPLAY 


Very sotld with some good ex¬ 
tras , It didn’t 'hook ' me though 


VERDICT 


Not the best overall space race 
version hut ■nonetb&i'efs o cre- 
ditable effort worthy of some 
notice 



POPUP 


the bottom of the 
screen, then you 
lose a life. Falling 
off the bottom, or 
into nasty places, 


FACTS 

Title: 

POP UP 

Publisher: 

Infogrames 

Price: 

£24.99 

Reviewer: 

John Sweeney 


SIGHT & SOUND 


Good clear graphics , nice 
sound effects 


GAMEPLAY 


Highly addictive joystick-driven 
arcade game 


VERDICT 


Great fun 


OIIIIINGI HOMING! 
Another crazy game 
from those mad 
French guys at Infogrames 
this time you get to be a 
bouncing ball trapped in 
dozens of fiendish mazes. 

Each maze is just one screen 
full of platforms and objects; 
some objects are deadly, some 
arc tools, some must be collec¬ 
ted before the exit will appear. 

Pop Up is completely joystick 
driven: the button gets you 
bouncing, left and right allow 
you to turn in the air. down 
stops you dead- If you land on 
a spiked platform, touch one 
of the ItLtle baddies that float 
backwards and forwards, get 
stuck bouncing between two 
inclined platforms, or fall off 


is difficult to avoid as many of 
the platforms disappear after 
1,2 or 3 bounces f 

You need to collect exLra lives 
and tools along the way - 
hammers, keys and water 
drops get rid of vertical poles, 
walls and fires - though many 
of the poles need more than 
one blow to destroy them - not 
easy when you are bouncing 
on disappearing platforms! 

It starts off easy, hut soon 
get s VERY hard - some of the 
later screens can only be sol¬ 
ved by getting every single 
bounce and turn EXACTLY 
right! This is made slightly 
frustrating by the fact that the 
ball doesn’t always seem to 
react immediately to com 
mands to turn or stop (usually 


causing you to lose a life!). 
Maybe it is me, or my joystick, 
hut the game seems very un¬ 
forgiving! 

Fortunately, if you are frus¬ 
trated with starting at level 
one and dying on level thirteen 
every time, you can just press 
D to switch to the random ver¬ 
sion - you never know which 
level you will get next. There 
are some really nasty levels up 
(h ere [ have seen some of the 
ones in the eighties - and at 
least one looks impossible! 

Pop Up is a very simple idea 
which has been well Imple¬ 
mented - it is easy to get into, 
and keeps you coming back 
for one mo re try to see if you 
can reach the next level in the 
best tradition of arcade 
games. 

As a bonus there is also an 
editor which allows you to cre¬ 
ate your own levels which 
keeps the interest going. 
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MUSIC 



T his MIDI sequencing 
program has been 
around tor seme time, 
but lias recently been slashed in 
price from £79.95 to £49,95, 
bringing it firmly Into die 
"budget class" for such prog¬ 
rams. The package includes a 
single sided program disk and a 
rather brief 32 page Instruction 
manual, which unfortunately 
isn’t exactly a model of clarity. 
MlDISludlo runs on a 512K ST/ 
STE in medium or high resolu¬ 
tion, and also requires a suit¬ 
able MIDI equipped synthesiser. 



filter out unwanted types of 
MIDI data from phrases. Note 
velocity can be manipulated too. 
with levelling, randomising, 
change by fixed amount, and 
fade In/out provided. I found 
quantise to be MII>IStudio's 
weakest function as it didn't al¬ 
ways seem to work as expected, 

I suspect, this may be connected 
with the program’s rather mis¬ 
erly resolution oi only 24 clicks 
per beat. 

It’s worth noting that any "des¬ 
tructive'’ editing operation per¬ 
formed on a phrase can be re¬ 
versed if required by retrieving 


of course. 

TWENTY TRACK 


It's a 20 track, phrase based sequencer, 
which means you use it to build up a 
complete piece ot music from smallei 
musical elements (phrases) of any conve¬ 
nient size - typically a few bars. You 
record each phrase separately, either in 
real-time at any convenient tempo, or in 
step-time, and Lhen arrange them in any 
order on any tracks you choose to form 
the complete musical piece. There are no 
record or playback looping facilities [ex¬ 
cept In phrase edit model, so all record¬ 
ing is done on a "one-shot" basis, and 
phrases requiring repetitive playback 
have to be "arranged" manually first, 
Arranging the phrases is simplicity it¬ 
self Using tire mouse, you just drag the 
required phrase from the list of phrases 
already recorded and drop it on the re¬ 
quired track in the appropriate position. 
Phrases may be added, deleted, inserted, 
or copied easily too. This function has a 
friendly visual interface, so you can 
actually see the phrases you’re manipu¬ 
lating on the tracks, The display may be 
scrolled and zoomed to the appropriate 
position and level oi detail you require. 
This whole process is one of the slickest 
parts of the program, and is a delight to 
use. 


Title: 

Publisher: 

Price: 

Reviewer: 


MIDIStudio 
Ladbroke Computing 
£49.95 
John S Davison 

J 


Each track may be set to play back on 
any MIDI channel using any MIDI prog 
rani number (mid therefore any sound on 
your synth). This carl be subsequently 
overridden to select different sounds ‘"in¬ 
flight" by program change commands 
embedded within phrases. 

Each phrase in the piece need only be 
recorded once. It it's repeated In the 
music you just reuse It by dragging it 
from the phrase list again and dropping 
It on the track where needed - a great 
t.imesavcrl The program holds up to 100 
unique phrases, providing enough scope 
Ibr most popular music rcquiremeiits. 

Like complete musical pieces, phrases 
tnav be saved to disk and reloaded as 
required, so It's possible to build up a 
phrase library - particularly useful for 
drum rhythms. 

EVENT EDITING 

Once recorded, a phrase may he altered 
using MID I Studio's editing facilities. 

Some people might think these a little 
primitive, as they work directly on the 
MIDI event list, without the benelit ot 
grid or score edit options sometimes 
found in other sequencers. You can 
change the note pitch, velocity, and start 
and stop timing data [in bar/ beat/click 
form). You can also delete or add events, 
including note, program change, and cer¬ 
tain controllers [excluding continuous 
controllers such as pitch bend and after¬ 
touch), Editing is performed using the 
mouse, or in some eases input may be 
read straight from the MIDI keyboard. 

The editor also allows you to work at the 
phrase level, so you can copy. split, 
merge, append, transpose, quantise, and 


the original version of the affected phrase 
from a special buffer. This can be quite a 
lilesaver when needed! 

MIXING DESK 

In use the program operates via a mini 
ber of screen windows, the contents of 
which depend on the functions selected. 
Virtually all operations are mouse con¬ 
trolled, although there are keyboard 
equivalents if you prefer them. Its most 
Impressive display Is probably the desk 
screen", designed to mimic a recorditig 
studio mixing desk. Major sequencer 
functions operate via tape recorder con¬ 
trols, a mouse click on Lhe appropriate 
button controlling play, record, fast lor- 
ward/ rewind, etc. Each track also has a 
mouse operated volume slider, allowing 
you to control the volume of each inde 
pendently. These only work with synths 
which recognise MIDI Controller 7 com¬ 
mands though. My Yamaha PSS-bBO and 
YS-20-0 don’t, so 1 couldn't try out the 
sliders. Each track also has an associ¬ 
ated activity light, which flashes to indt 
cate MIDI playback activity on that track. 
In summary, 1 enjoyed using MIDI Stu¬ 
dio. 1 particularly liked its phrase based 
approach and the ease with which you 
can build a complete musical piece using 
Us facilities. My only real criticisms con¬ 
cern its slightly dodgy quantise feature; 
the lack of visual editing aids - particu- 
larly a drum editing grid; and its lack oi 
looping facilities, but none are real show 
stoppers. 

At its new price MIDIStudio offers excel¬ 
lent value for money, so if you're looking 
for a sequencer make sure you check iL 
out. You could save some money. 
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COLUMN 



The company that 
won't release games 
if they have been 
written in STOS ... 

The company that 
releases their 
own STOS written 
programs... 

512 colour routines 
for you to use... 

plus a bit of news 


SCANDAL! I 

What an initial theme for this issues 
STOS COLUMN! It all started up there in 
Macclesfield at Mandarin HQ ..... 

Once upon a time Nick Harper (Develop¬ 
ment Assistant and budding games ty 
coon), wrote a game - using STOS called 
OZONE, and without mincing words it is 
pretty spectacular and by for the best 
STOS game ever written. Now young Nick 
had a little trouble getting this game 
published. Admittedly the puzzle/arcade 
elements of ihe game were not suited to 
some companies current labels, but 
eventually he managed to get ZEPPELIN 
GAMES [the brilliant company responsi¬ 
ble for many of the S bit ATARI’S best 
games) Interested. That was until they 
found out It was written in STOS, 

Strange huh? Anyway to cut a really long 
story short here is an extract from the 
rejection letter Nick received: 

Thank you for thinking of us in sending 
out this demonstration of your work, we 
are always interested in new talent. 

I’m afraid that we cannot use your prog¬ 
ram " Ozone" because of its being written 
in STOS instead of assembler. We did 
like the game idea and the graphics very 
much as E told you on the telephone but 
it is our policy not Lo use game gener 
ators to produce games." 

A R H E<£RGGGGHH1 III!!!! GAME GEN ER- 
ATORIM1! Have I just travelled back in a 
time warp 5 years? How can a PROG¬ 
RAMMING LANGUAGE be classed as a 
game generator? If programmers keep 
libraries of routines and Lit ill ties such as 
sprite editors to produce products does 
Ibis mean that packages such as LAT¬ 
TICE C\ DEVPAC 2, TURBO PASCAL or 
AMOS are |ust glorified 'GAME 
CREATORS'? 

Will we ever see the end to SOFTWARE 
RACISM (or should that he PROGRAM 
MER1SM)? I don't know, but at the time 
of writing (according to the trade mag 
CTW1 ATLANTIS SOFTWARE’S best sell¬ 
ing budget title; is SKYSTR1KE PLUS, a 


game familiar to readers of this column 
as being one of the most addictive and 
playable pieces of software around. Next 
month tune in for the second exciting 
episode of our saga: OZONE. WILL ET 

Ever be published?.,., 

CHEAT ... CHEAT 

Anyway, the above mention of ATI AN 
TlS brings me on to cheat modes for the 
fabo game SKY STRIKE PLUS, Type this 
exactly 

' DON'T P ANIC" 

When E say exactly I mean it! El (The 
space in between the P and A of PAN if! is 
supposed to be Lhere). After doing that 
try pressing G on the keyboard to get 
loads of weapons and repair bonuses. 

ALL THOSE 
COLOURS 

Okay now for the programs. First up 
this time Is another program from the 
great Terry Mancey, this is a supplement 
to the 512 colour routine published in 
the lasL issue, which you need to run this 
program. If you don’t have it phone Page 
G Publishing and order a back issue now 
(you won’t want to miss this one!), 

Last time l took you through how to 
create a multicoloured screen using 
STOS 512, this time Tern,' Iras given us a 
program which displays all 5 12 colours 
on screen just like on Degas Elite. There 
is a slight problem in that the colours of 
the mouse clash with those produced by 
the program making the cursor look a bit 
like ihe c amouflaged alien from the film 
PREDATOR. But this Is easily solved by 
designing you own mouse pointer using 
the 5TQ5 sprite editor. Type iri PROG¬ 
RAM 1, this is what is does: 

LINES 10-40 Terry’s credits’ 

LINE 60' Loads the STOS 512 routine 
from thejast issue 
LINES 90-100 Set up the screen 
LINEa 130-190 Set up the colour bank 
using the method we looked at In the Iasi 
issue 

LiNEs 220-250 Draw a box so we can 

see which colour we have selected 
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LINE 260 Stalls up the 512 routine, see 
the last Issue for full details 
LINES 310-360 Contain the main loop, 
Line 330 Is the one which calculates the 
colour which Is underneath the mouse 
pointer 

LINE 400 Stops the 512 routine 
LINE 430 Ends the programII 

Not too hard to produce an impressive 
display is it? Next time I hope to have yet 
another 512 colour utility so if you ha¬ 
ven't got iL yet make sure you find a copy 
of the last issue by thenl! 

ANIMATION 

Any old Atari 8-bitters out there? Re¬ 
member bow we used to produce anima¬ 
tion using PAGE FLIPPING? Weil if you 
are new to the term PAGE FLIPPING let 
me give you a brief description of what it 
does. Do you remember (when you were 
young and computers wtlh the power of a 
ZXS1 still filled office blocks) creating lit¬ 
tle moving match stick men in the corner 
of a. school hook by drawing him in one 
position, turning the page, draw him in a 
slightly different position and so on for 
about L0 pages? This is the basis behind 
PAGE FLIPPING on a computer, you set 
up a number of screens, draw some 
things moving around on them and then 
display each one in turn. 

Francois Lionet actually wrote some 
very good PAGE FLIPPING demos in 
AMOS on Llit: Amiga, and the programs 
in this issue are actually derivatives of 
those written by Nick Harper (gets 
around, doesn't he!). Type In programs 2 
and 3, they are both very similar and use 
SPRITES from the STOS accessories disk 
in a file called ANIMALS1.MBK. The 
breakdown is for PROGRAM 2 which 
contains a few variables to allow owners 
with il meg or more to specify the num¬ 
ber of screens they wish to flip. 

LINE 10 G Ives credit where it is due. 

' Frankie" is an endearing term for Fran¬ 
cois Lionet 

LINE 20 Sets up the screen 

LINE 30 Loads the Sprite file 

LINE 40 Gets the Sprite palette 

LINE 41 Sets up some initial variables, 

NL'M is the number of screens to flip, the 


LB r™ ##**##**#*****##■»-##***#*»*****-*##*nnHi-i-##-*» 

20 rem »*h STOS S12 PftL.ETTE DISPLAY vl.E **♦ 

m rem *+# PKrjtjKttHJ’lt.U T“0H NEW FUAKI USEfts STDS CULUHN BY 1 EFWiY *** 

40 rmn in * » #44-* *44 4 4 4 *444* 44-* *4 **-444 *«4+444*44**4* HlltllM 

SB : 

60 load "STOS.SlJ.MBk: 1 * , 15 

70 r*hm this routine supplied in MEW ATARI USER ISSUE +B tFES/HARi 

B0 : 

90 -F acts 1 : rum * Lights out 1 

100 key off: f 1 d,sh uff: lUt' 4 off 5 C-iiCk tJff i hide on 3 mcnlR B : scroll of-F 
110 1 

120 rem *"> Setup STDS 512 pelette Sank 

1.J0 nr*w 3 4 i rpser-jit as marit 14,2066 1 fi£^0 1 G"0 1 B-0 
140 f Pr P~0 to 63 3 duke start(143 *t(P*16>*2J,*0 

150 -for 0=9 tn 15 t dnke start U1 * + ( i CP4t*l +C3 *2 J ,#777 1 newt C 

160 doke star t ( 14/ H r (P*16H 14J *2J ,*0 

170 tor t>l to 8 ! doke start 114> + ( +C1*2> * fR**100i +B 

190 inc Si if B>7 then 9-0 1 jnc G 1 if G>7 then G 0 1 int R 

190 ri*kt C 1 n*kt P : deske stir-t ( 143 * C (64*163*2? ,40 : for C=1 to IS : dok* 

start U4> + U 1644 161+CJ*2J t *777 ! riRkt C s (ipkp star t (1 4 3 +2064 ,-1 

200 3 

210 rtifl *" > 5*tu,p scrBon 

220 For 3(4-0 to 7 1 ink K + l 1 her 3(440,9 to 4 S *40 3 +3E3 r 199 6 h*kt % 

230 for V=0 to 62 * ink 0 ; draw 0,tY#3>+il to 319*(Y*3J+11 * nowt V 
240 pen 15 1 locate 20,0 s print 11 PALETTE DISPLAY vl.B" 

250 D»p4r 1 : locate 8,0 1 print »p6e*i(ilJ 3 pap»r 0 1 ink 3 5 * bow 64,0 to 
152 p 7 
260 5 

270 rem #"> Switch gn ETdS 512 

200 «r eg (03 -start ( 14 ) 1 dr eg (73 -2 s dr eg 103-2 i ilr eg ( 1 3 -a : call 15 
290 : 

300 rem *... . Naira pragree .. . .. 

310 iini t -House 9,9 to 319 f 199 1 show Cm 
320 repoat 1 3CH=k «duh/40 3 YH^Ty isouse-V> /3 
330 RGB"deek f»t ar t(14 >*(t X YH*16 >+XH+13*233 
340 dak* ■t*rta4> + ( H*4*J63+l)*2i ,FtGB 

350 wait vtil 1 locate 0.0 : print "HOB* " j hew* {RGB, 3> 

360 pkey* ; K^scancpde t until (eous* key or K*1 

370 ree !*“-------“---“--"-- * 

300 : 

390 ree * > Switch n-F f STOS 532 
400 clw t dfegC7>-3 i call 15 
410 5 

420 rem *"> Return to STOS Basic! 

438 default t end 


Program 1 - displaying the 512 colour pallette 


more screens you have Lhe smoother the 
effect is. STSP is the number of the start¬ 
ing Sprite that we wish to put on the 
screen, FINSP Is the number of the 
finishing Sprite. The program will cycle 
through STSP-FINSP thus creating ani¬ 
mation with lbr different sprites 
LINE 50 Opens up all of the screens. The 
more memory you have the more screens 
you can have open, (up to a max. of 14) 
LINE 60 Clears the physical and logical 
screens 

LINES 70-90 Set up a few more variables 
LINE 100 Switches off the slow autoback 
system and the automatic Sprite updater 
LINE 110 Is the start of the loop 
LINEs 12O'130 Do a bit of maths to 
work out where to put the next Sprite 
LINEs 140-160 Stick a Sprite on a 
screen, copy it into the background and 
then Hip it to the front 
LINEs 190-201 Change the screen and 
Sprite numbers and then check to see if 
they are in the correct range 
LINEs 210-22-0 Some more maths/range 
checking for the next Sprite 


What do you think? Not bad huh? This 
method is how many demos anil games 
have been written in the past, so if some¬ 
body says to you they have written a 
demo with 6000 Sprites on the screen, 
tell them you can do that - with STOS! 

NEW PRODUCTS 

Okay it’s- time to catch up with all of the 
STOS related news and product Imin 
chcs. There arc now TWO different STOS 
newsletters, one done by Aaron FothergiO 
who Is offering a disk which contains 
some new (unpublished) STOS extern 
aions to all new subscribers, and the 
other is a new mag (called STOS Maga¬ 
zine) which is put together by Dion, Phi¬ 
lip and Brenda Guy and is pretty nifty, If 
you are Interested In finding out more 
about these two take a quick look to f he 
end of this column for an address! 

If you think that paper is a dead form of 
communication arid prefer to get your 
help, news, hints & tips on assembly 
language and STOS from a disk based 
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magazine them why are you reading this? 
Seriously though, my mates Terry Man 
eey and Richard Gale have got together 
with that smelly guy Ylastair Craig [the 
Skunk) to produce ST PROGRAMMER, 
This bi-monthly disk packed full of fun, 
reviews ant.) STDS related programming 
stuff is rather nifty, Unfortunately its not 
available from the newsagents, only 
directly from Rlverdene POL- Once again 
the address is tit the end of this article. 

If you are a fan of the Top Selling Fun 
School series the latest word on the 
grapevine is that there is a more than 
remote possibility of Fun School i hitting 
the shops before Christmas, more news 
ol thaL later in the ycEir. [n fact most of 
the educational software companies 
(D-E.S,, 1IAT, SCETLANDER, SOFT¬ 
S'FUFF) seem to lx- taking the plunge and 
ELrc using S lOS and AMOS to produce 
excellent qualify learning tools, so at 
least somebody likes these "GAME 
GENERATORS" (sorry, I promise 1 won't 
mention that again), 
t^ist on the news front (but definitely 
not least) is the release of two new games 
from Digital Dimension, diggers 1s a real¬ 
ly frustrating puzzle game, which I must 
confess 1 cannot play very well. That's 
not a reflection on the game you under 
stand (if Is of a very high quality with 
excellent use of sound samples and 
graphics) but on my ability to play it, I 
am afraid I cannot stand puzzle games, E 
shot my Ruble’s Cube, melted Tetris (nice 
music though!) and every lime I got one 
of those slidy square things or Chinese 
puzzle in a Christmas Cracker they 
would immediately find a home in the 
Blender [not recommended for younger 
readers], The second game - Fruit Pur 
suit - Is a mind blowing experience of 
gargantuan proportion, actually it's a 
FruiL Machine simulator hut I try to give 
one quotable phrase for every issue. 

What can I say except Lhat I hate Fruit 
Machines as well as Puzzles! My Dad on 
the other hand is a real addict when it 
comes to gambling, horses. Snooker, 
Football, Fruit Machines (he doesn't like 
Arcade Games ‘cos you never get any 
money back!) so over to you Dad for your 
opinion of this game: 

"1 like It. It’s the best Fruit Machine I've 
seen on a computer, where do I eollecL 
my winnings?" 





10 r»m Mi SrOS version of f rflfi k J 1 s whufy J>ob root i n*. 

20 HiLir* uff e flash (iff r key off ] hide- on 
30 B 0 i tofld "aNJrtALsj , riBK. 

40 ft-hunt tslar t 11J to st ar t < 1 3 + l n-n g-tti [ 1 } , " PftL.T3 + 4 : for to 15 s crol ni.jr 

P,d * A+B*2 J : newt B : LVL=1 

50 for Z"5 to 3 0 i rBcorvo a- ■jensen J 2 rll I : riwytr Z 
60 Clb Li-tsck : ells physic 
70 DG=0 
00 GCR-S 

3 CBG+0 

108 auto back off 3 updat p nf f 
i 10 r e* I u’jp 

120 3f-E52+n50^roi= tr*d LOG^i.bf 3 J 
130 Y=?2-He0»iihi(radlDGl> 3 
140 logic=SCR 

3bn screen copy SCR to back 
160 sprite ] t K,V t X ; upiliSLe 

170 itr'esn bhjp 
1B0 tpritu off 
170 inc ECR 

200 if SCH=I1 then SCR*S 

210 DGt-DG+DSE : \f DG>72@ then DG-DG -rod 720 ■ CBG=CC&+20 
220 CDG=CI3B mod 36B 
230 goto 110 


10 rem Wick'a. STDS version of Frank! m ' i whirly bob routin*. 

20 curs off ■ f 1 *nh off ■ key off s hide on 
3(fl rtitMlk O . load " AMI MACS 1. HBK B 

40 flaunt (Stir til 3 to itartfll f-lenqthl 13 u PfiLT"> +4 : for B^0 to IS * Colour 
S,dlHtk Cft+B*23 3 Pent B S LVLnl 

41 t 5TEP^1 s FINSt i =4 

30 for Z»2 to NUH+2 1 fmer™ a« *cre«n Z 1 cl= 1 j nfHt t 
AC c 3 s back i' : 1 e physic 
70 DQnr0 

fl@ 5CR-2 i SPMUM=ST5F 
70 DGG=3 : CDG-0 

100 autb back off [ updat* of4 
110 ri* 3 aop 

120 % - 152+ i +0#cfJB f r Ad f CDG > J 3 + f ] L)0 *l u-fl. E r ad (DG 3 3 I 
130 v= ,| 72+ (50 *= 1 n (rad < CDG 1 » 3 + f 60 * *■ i n 1 r ad 1 BG 3 f 3 
140 1dgic=SCR 

350 serten copy SCR to back 

160 oprit® 1,X„Y,EPNUM i update 

170 lenten swap 

1B0 sprite off 

I 4 ?® I nc SCR i iptr SCNLHi 

200 if S£t?=NLHH'2 than SCR “2 

if SPWUM^FlMSe+i then SPNLJH-STSP 
210 BG=0ti*DGG i i f DG>3£SJ then DG-IhG -3i0 * CDti^CDD t 20 
220 CDG-CDG *od 360 
230 goto 110 


Above - page flipping routines 


Thanks Dad. Okay, both games cost 
.£5.99 and are available (via mail order 
only) now?]! So check them out, 

SIGNING OFF 

Oh well, that’s about it for this time. Did 
you tike that photo of Chris Payne and 
Francois Uonet In the last issue? Il l geL 
time I'll try and dig out some more pic¬ 
tures of people in the ST0S world and 
you can See why New Atari User doesn't 
use that many photo's!!!! 


You can xcrite to 
Petet Jfrck man as fallows; 
PETER HICKMAN 
36 CLEVERLEY ESTATE 
WORMHOLT ROAD 
LONDON 
W12 0LX 


The STOS Club can be contacted at 
I LOWER MOOR 
WHIDDEN VALLEY 
BARNSTAPLE 
N. DEVON 
EX32 8NW 

RIVERDENE can be got at 
by phoning 0734 452416 

And finally DIGITAL DIMENSION 
can be/ound typing away at 
85 WATLEYS END ROAD 
WINTERBOURNE 
BRISTOL 
BS17 1PW 
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ARCVENTURE 



Y ou are a novice magician nearing 
the end of his education. During 
the course of your studies an the 
temple of the Great Wizard, you clumsily 
cause the disappearance of all the phials 
and scrolls LhaL have been carefully rata 
logued over the years. As you can well 
imagine this does not make you the most 
popular novice magician that ever lived \ 

If you want to obtain your magician's 
diploma and return to the Lord High 
Grand Very Great Wizard's favour, you 
must go out into the big wide parallel 
worlds and recover as much of what was 
lost as possible. 

As you can imagine though, thei'e is a 
Lccnsy weensie little problem with this. 
The parallel worlds are inhabited, and 
indeed dominated, by unscrupulous gods 
who are jealous of any power which is 
not their own. So as you can imagine, 
your quest is not Lo be a simple one! Help 
is at hand however. The Great Wizard, 
despite being miffed with you. agrees to 
let you use the spells and the poLions 
[when you have found them) for vOur own 
self defence. As well as this he will follow 
you on your travels iri his giant floating 
crystal ball. 

Your magician character must advance 
through the dimensions in a setting 
which scrolls vertically from top to bot¬ 
tom. Along your travels your will meet 
many hostile characters who have been 
sent from the gods to destroy you. You 
must cither avoid these characters, or 
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Title: MYSTICAL 

Publisher: Infog ram &s 
Price: £24.99 

Reviewer: John Davison jnr 


dispose of them by 
casting one of the 
many spells at your 
disposal. These spells 
vary from the sim¬ 
plest petrification 
spell to causing ear¬ 
thquakes which 
swallow up your 
attackers. All of the 
spells cause amusing 
consequences and In 
some cases must he 
seen to be believed! 

Once you have man¬ 
aged to travel 
through the dimen¬ 
sion successfully yon must place yourself 
at the centre of tire magical pcntacle and 
wait to be transported on to another set 
dug. In all there arc four different worlds 
tor dimensions] which must be explored, 
and each of these worlds has three diffe¬ 
rent settings. 

Throughout the different worlds, not all 
of the spells and potions collected must 
be used, as some can be stockpiled for 
later use. This is especially useful for 
your encounters with the gods who 
appear at the end of each World'. The 
principle Is no different from many other 
games containing 'end of level guar 
dians'. You musL simply avoid everything 
the god can throw at you whilst trying to 
cast spells on both him and his minions. 
If you are successful the Great Wizard 
will appear in his Crystal ball and 
take you on to (lie next world. 

The graphics in 'Mystical' are poss¬ 
ibly its most impressive feature, as 
they are quite superb. Each charac¬ 
ter is wonderfully drawn in an 
amusing cartoonlike manner, and 
everything is animated extremely 
smoothly. Humour is a major aspect 
of Lhis game and the graphics man¬ 
age to capture a humorous Teel for 
the whole game. All of the hostile 
creatures are tremendous. There are 
walking trees and bible throwing 
monks, along with 'Little Red Riding 
Hoods’ arid ugly swamp things! The 
sound is also amusingly implemented, 
from the guzzling sounds as your magi¬ 
cian takes a swig from a bottle of potion, 
to the babbling as he reads a spell. All of 
the sounds are sampled, from the sim 
plest footstep to the various belches and 
grantings of the creatures. The music 
also uses sampled sound and captures 



“ The graphics are 
.. most impressive 
... quite superb m 


the atmosphere of the game superbly. 
Basically, Mystical is nothing more than 
a vertically scrolling shoot 'em up, it 
merely differs in its setting. Like so many 
other games you must move along col¬ 
lecting your weapons, and at the end of 
the level you must defeat the guardian’ 
(in this ease the god). What makes this 
stand out a little from t he others is the 
fact that it is not set on some lar away 
planet balding the evil aliens. Instead we 
are treated to a fantasy situation which 
is considerably more fun than your aver¬ 
age game. 

Overall. I was very impressed with the 
quality of 'Mystical. It is presented in a 
very professional way. The graphics are 
of a superior quality arid the sound Is 
superb, In terms of gameplay, I found It 
to be immensely playable and highly en 
joy able. My only quibble with (he whole 
thing is that it takes a very long time to 
load, 

# SIGHT SOUND The graphics ami 
sound are some of the best I have 
seen. They are humorous and add 
greatly to r he game 

9 GAMERLAY - A typical shoot 'em up frl 
a different ernuirarmiertt. Very playable 
indeed 

9 VERDICT - A superb game of superior 
quality 
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THE 1990 ATARI ST 

PRODUCT CUBE 


PERIPHERALS & ACCESSORIES 



A MUST FOR 
ALL ATARI 
ST OWNERS! 


SOFTWARE & BOOKS 
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JOYSTICKS 



_ 


SCANNERS 



DISK BOXES 


ROBOTICS 


PLUS MUCH MORE! 

SEND FOR YOUR FREE PRODUCT GUIDE! 


If you own an Atari ST, then you will not want to miss 
the FREE Atari ST Product Guide from Silica Shop. This 
48 page, full colour guide is packed with details of 
peripherals, accessories, books and software for the 
Atari ST range of computers. In fact, the 1990 Atari ST 
Product Guide is the most comprehensive product 
handbook available for Atari ST owners. Not only does 
the Product Guide provide an invaluable source of in¬ 
formation to Atari ST computer users, it is available ab* 
solutely FREE OF CHARGE! Just complete and return 
the coupon below for your FREE COPY! In addition 
to ALL Atari hardware, the range of products featured 
in the catalogue includes; 

PER1PHERALS: 


Clocks 


Robotics 
Hard Disk Drives Emulators 
MIDI/Music Modems 
Monitors 
Printers 

Sound Digitisers 


Mouse controllers 
Scanners 
Sound Samplers 


Floppy Disk Drives 
Graphic Tablets 
Modulators 
Plotters 

Scientific Equip 
Video Enhancers 


ACCESSORIES: 

Gables Cleaning Kits Disks 

Disk Boxes Dust Covers Joysticks 

Monitor Access Mouse Access Power Supplies 

Printer Labels Printer Paper Printer Ribbons 

Stands Upgrades 

BOOKS: 

ST Dedicated $5000 Processor Genera! Computing 

SOFTWARE • ENTERTAINMENTS 

Arcade Games Compilations Advanced Sims 

Sport Sims Adventures Board & Strategy 

SOFTWARE ■ PRODUCTIVITY: 

Art & Graphics Accounts CAD 

Communications Databases Desktop Publishing 
Education/Childs Music Programming 

Spreadsheets Utilities Word Processors 



& STILL MORE! 

RETURN THE COUPON NOW! 


COMPLETE & RETURN 

THE COUPON FOR YOUR 


FREE COPY ► 


OF THE 1990 ATARI ST 
48 page PRODUCT GUIDE 


FROM SILICA SHOP - THE 

Silica a r e the UK's No 1 Ata r i So&cialisls. We hays been 
shirrt I'ur (ivetr 12 yuars. and have an annuel turnover 
o t El D million. With our experience artfi expertise, we can 
drum iu inufcii our customers requirements *hh an 
understanding *hich is second 1o non* Sul dun'i jusi takn 
Our wivd tor il. Complete and reiurn ihe coupon lor our lalesl 


ATARI SPECIALISTS 


MAIL ORDER: 1-1 The Mews, Hanoi loy Rd. Sidcup. Kuril, DA11 4DX Tel: 001 ■405 1 1111 

Qnfliw Lififlj. Ppan: Men-5ai aPOair-aiMsm_Me- Law Hififw Qpaniru; Fax Me- 03.1-30$ G(3(!f) 


LONDON SHOP; 

□ ptgnjnj Heart 


SIDCLJP SHOP: 

Qpnnms Hours- 


52 Tofleiliam Court Rond, London, WlP DBA 

Men-Sal SJ-L'jjT'-e.Liuam_Lam h. qn. Ti-i-indai, until 3am 


Tel: U71-53I] 4DGC1 

Fa?: mk rst-ssa 4737 


1-1 The -Views. 

Mon Sal SJCCair 5.33am 


Haiherley Rd. Sidcup. Kent. DA11 4DX TBk_08l : 3<>2jai1 


RIJ SI N ES-St'E D UCAT ION: 


■ M gii: Friday until "e-t. 


Fax Me: 0E1JCS GDI? 


OnJer ^ nas- Opsn: Man-Fa BCEarF-GjOOpm 


11 The Views. Haiherley Rd. Sidcup. Kent, DA11 4DX Tel: 081-308 0683 

UVCan-.OjOOo’n Closed an Ualurda r y Fax Nat CEI-JCE CGCB 


In: Silica Shop, Dept PSIX-04ei-31, 1-4 Hie Mews. Hatherley Rd. Sitfcup, Kent DA14 4DT 


| PLEASE SEND ME A FREE ST PRODUCT GUIDE | 


I 


MrfMr&iMs:. Initials:. Surname. 


Address: 


SILICA 

SHOP 


B 


Postcode; ... . ...... Tel: 


^Which computer^?), dq you own? ... . ..... 

EIOE Drvmnd iptciffeitlHii mm things dNH ratun ■Vji ’J-? ial«r trtocniRp.- 

















































































































Hundreds of disks for both the Atari XL/XE and 
the Atari ST but with a difference - every disk 
in the PAGE 6 LIBRARY is carefully selected 
we don’t throw in everything just to make our 
catalogue bigger. 


Also PAGE 6 are the originators of THE CLIP 
ART COLLECTIONS * hundreds of quality im* 
ages to include in your DTP creations 


We import books direct from the USA, 
particularly COMPUTE! publishers of 
the best books available for the XL/XE 
and ST 

SPECIALISTS IN BOOKS FOR FLIGHT 
SIMULATOR 2 • SOME GREAT TITLES 
THAT YOU DON’T SEE ELSEWHERE 




CATALOGUES AVAILABLE FOR BOTH XL/XE 
and ST ■ PLEASE PHONE FOR YOUR COPY 


mapping 

THE ATARI 


e KiflsV 
Com pm r 


fhi.- 

TJ tl\i v 

XJKni f* 

IV.; GUIDE 

[ i-S 1 lHVIINC i\ c 




40 

CHEAP 

flight 


^j jSHTEB 5d-r >:~:. ,, I m 


Keep that equipment free from dust and spills . We have been selling our top 
quality dust covers for over five years with thousands of satisfied customers 

AND WE SELL ... CABLES , BINDERS, 
REFERENCE MANUALS, BLANK DISKS 

as well as having regular offers on selected ST and XL/XE software 

THE PAGE 6 ACCESSORY SHOP 

P.O BOX 54, STAFFORD, ST16 1DR 

Telephone 0785 213928 Ask for our FREE catalogues 



































